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EDITORIAL 


CREDIT WHERE CREDIT IS DUE 


“WHEN YOU GET TOSSED 
INTO THESE GIANT PREVIEW 


EVENTS, THE GAMES CAN FEEL 
BUSINESS AS USUAL.” 


ne of the most unique compo- the cynical side of the critic in you to re- 
member how lucky you are to be granted 
this early access to something you love. 
It’s easy to become jaded and take for 
granted all this exposure we have to game 
after game, day after day, week in week 
out. When you get tossed into these giant 
preview events, the games can feel busi- 


ness as usual. After years in this industry, 


nents of my job is attending the 

massive press events that game 

publishers put on through- 
out the year to showcase their various 
lineups. You might think that traveling 
across the country, and sometimes across 
the world, to play a vast array of games 
that won't be on store shelves for months 
is glamorous work, but the truth is, it’s 
work. And playing a game that is a tiny 


it’s not something I’ve discussed or even 
thought about in a good long while, but 
there is certainly an element of effect the 
preview assembly line can have on our 
attitude as gamers. 


little cross section of the larger experience 
under trying conditions can be frustrating 
and a little ponderous at times, requiring 
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| thank Rage’s creative director Tim 
Willits, who also happens to be the 
subject of this month’s EGM Interview, for 
putting me on this topic. “You never know 
what the reaction’s gonna be,” says Willits 
when | tell him my thoughts on my hour- 
long hands-on with the game. “You lock 
a journalist in a room for an hour with the 
game and they’re gonna go stir crazy.” 

l’m making this sound more ominous 
than it is, but the psychology certainly 
can exist, and the exciting flip side is that 
moment when you do finally discover the 
game that blows you away, allowing you 
to walk out of that room stoked for ex- 
haustive fanboy conversation. At a recent 
Bethesda event in Park City, | had the 
pleasure of watching what is one of my 
most anticipated games of the year in The 
Elder Scrolls V: Skyrim play out over the 
course of an awesome hour-long demo. 
That same day | finally get my hands on 
the eternally produced Rage, and I’m 
thinking: here we have hints of two game 
of the year candidates when the 2011 
dust settles. 

The preview process is often ap- 
proached with an antiseptic pen. I’ve 
learned to channel the pointed criticism 
along with the flowery praise as | move 
along that preview assembly line. But 
after having the brief conversation with 
Willits and getting on the plane back to 
LA, | started to dwell on just how great 
games really are these days and how 
much work and passion go into their craft. 
It can sometimes take a game like Rage 
and Skyrim to remember that. & 
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ON SECOND (OR THIRD) THOUGHT... 


Would you PLEASE bring back the sec- 
ond opinion for console games? | could 
care less about the games for hand-held 
devices, such as the PSP, DS, etc, simply 
because they’re either games that we’ve 
already played or they’re games that just 
can't stack up to the quality, length, and 
money of console games. You can’t sell 
a game to me just off of one person’s 
review; | just can’t trust one guy to tell 
me that it’s a good game. Back when 
you had two person and three person 
reviews, It was easy to see if a game was 
all good, all bad, or if | should just be 
wary of it. | usually got to see differing 
points of view on a game. But now | fear 
that almost all the games you guys re- 
view will be given an undeservingly high 
score, simply because | won't be able 

to see what someone who's not a fan of 
that gaming genre thinks about it. Heck, 
in the last issue that you guys had the 
second opinion, there were two games 
where two of your reviewers gave them 
very different scores. 

A lot of people talk about how good 
everything used to be, and | really don’t 
want EGM to fall into that category too. 
You guys are my one stop shopping for 
game reviews, but if you want to keep it 
that way, things have got to change from 
where they are now. And these changes 
are going to have to be made in print, 
because | don’t know if you remember 
me or not, but I’m guy who only reads 
when I’m on the toilet, and | don’t want to 
have to take a laptop into the bathroom 
with me. 

— Eric Jousma 


EGM_Response: Thanks for the support 
and unvarnished opinions Eric (though we 
could have done without the imagery of a 
Dell teetering on your knees while you’re, 
ahem, taking care of business). 

Since EGM resumed publishing a little 
more than a year ago we have tried new 
things, while maintaining the features 
that people enjoyed in the past. Losing 
the multi-person reviews was a tough 

call because it is such an important part 
of EGM’s history, but it wasn’t a choice 
made lightly. Getting multiple copies of 


review code and having sufficient time 

for two or three people to play through to 
completion proved to be harder than you 
might think. The importance of multi-play- 
er also requires an additional investment 
of time that sometimes can be hard to do 
absent multiple copies of a game. 

Despite these early difficulties, how- 
ever, plans are now in place to not only 
return the multi-person review format 
in print with the next issue, but to also 
augment EGM’s written critiques with ad- 
ditional video and audio commentary from 
multiple editors delivered in the pages of 
EGMi: The Digital Magazine (sorry, Eric, 
but you'll need to lug that laptop into 
the restroom to access this additional 
content). We’ll be doing all this in a new 
way that, hopefully, you and other readers 
will enjoy. 
WHILE WE'RE ON THE SUBJECT... 

First of all, |'m happy that you returned to 
print! | find the current layout of the maga- 
zine easy on the eyes, the editorials in- 
sightful, and the fact that your responses 
to the letters in the magazine are free from 
the disrespectful, smart-ass comments 
that | still remember from four or five years 
back. As much as I’m pleased with the 
quality of your magazine, | believe the 
current gaming landscape does not serve 
it as well as it could. It seems like every 
game that comes out Is either a shooter 
or a misuse of the platform. Games 

such as Halo, Call of Duty, or any other 


ODIN SPHERE 


shooter, as well as numerous DS software 
that caters to middle-aged people, just 
turns me off. (You don’t need a game for 
recipes; there is Martha Stewart's Food 
Everyday for that.) Don’t even get me 
started on the mountain of licensed junk 
that seems to be shoveled onto consoles 
and handhelds. The games | actually 

do play are almost always high-quality 
Japanese games, whether they are RPGs, 
fighters, adventure games, or something 
more exotic. On the other hand, many of 
the games and franchises that are popular 
in the United States don’t appeal to me in 
the slightest. 

Which gets to my point; | don’t think 
your reviews or previews are giving 
Japanese games enough coverage as 
it used to in the past. | remember your 
glowing reviews of gems such as Persona 
3, Odin Sphere, Hote! Dusk, and others. If 
you give these kinds games respectable 
scores, (i.e. 8 and above,) | will certainly 
buy them in the near future. However, 
EGM lately has only been reviewing 
eight or so games a month, many of the 
reviews recycled from the online edition. 
Reviews of Pokemon and Okamiden 
aren't enough. Would it kill you to print 
reviews exclusive to the magazine as well 
as uploading reviews that can only be 
viewed on [your digital magazine]? That 
way, games both big and small can get 
the press they deserve and readers can 
stay informed. 

— Melissa B. 


BACKGROUND 
Yo 
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EGM_Response: Deciding which games 


to cover and review takes up a lot of 
our time, for many of the reasons you 
intimated. In general we like to focus 
the limited space we have in print on 
the higher profile titles (especially the 
licensed titles that often try to sell 
themselves on a name) as well as those 
we find noteworthy. We’ve recently 
devoted space to new entries like The 
Srd Birthday and Patapon 3 precisely 
because we felt they were deserving of 
the attention. 

Regarding where reviews show up 
first, in print or digitally, it all depends 
on when we’re able to get access to the 
games and when they are released rela- 
tive to the our publishing schedule. For 
EGMi we always endeavor to release 
our reviews day and date with their retail 
unveiling, but because of the lead times 
print publishers are forced to contend 
with we sometimes have to be more 
calculating in what is covered. 


A SIN OF OMISSION? 

Hi, | originally started subscribing to EGM 
back in 1993. | was really saddened when 
you went out of print. But | like to have it 
in MY HANDS, in a format that is easy to 
go back to for information. | don’t like or 
use the online version at all. As long as all 
that information is in the next hard copy 
issue | don’t mind. Otherwise | will not be 
renewing my subscription when it runs out. 
Thanks for listening 


— Paul Q 

EGM_Response: Don’t give up on us Pau 
The print magazine is here for people like 
you who prefer the print experience, while 
the content in EGMi: The Digital Magazine 
is, for the most part, unique and original tc 
that format— designed to take advantage 
of what devices like the iPad do best and 
provide ane ay to consume content 


in a magazine-like format (even though 


it’s ON a Screen). But don’t worry, you’re 


not missing anything by sticking with 


print—our stories in EGMi are intended to 
complement what you're reading here, not 
replace it. 


YOUR MOTHER WAS A HAMSTER... 
Reading the Review Crew Rewind on Su- 
per Street Fighter Ii brought back memo- 
ries of the cover story on Street Fighter III, 
and how you guys dissected each frame of 
animation of Ryu unleashing a fireball. All 


For the last couple of years, when he wasn’t writing for EGM (or Wired, or Entertainment Weekly, or 
The Village Voice. ..), Harold Goldberg has been working on Al/ Your Base Are Belong To Us: How 

Fifty Years Of Videogames Conquered Pop Culture ($15.00). Just published by Crown, the book ex- 
plores its titular thesis through interviews with such gaming luminaries as inventor Ralph Baer, Atari 
co-founder Nolan Bushnell, and the reclusive Grand Theft Auto masterminds Dan and Sam Houser. 


Good job, Harold. Now get back to work! 


because you were amazed by the anima- 
tion. Good times!!!! 
— Pedro Castro 


EGM_Response: There’s nothing quite 
like being taunted for something that 
happened 15 years ago. Then again, that 
issue was one of the first churned out 
by the Ziff regime, so you can forgive 
their enthusiasm. 


PRO-CHOICE 
In your Prototype cover story, [design 
director Matt] Armstrong says that even 
the most obsessive-compulsive player 
wouldn't sit and read and implement cor- 
rectly the various abilities provided after 
beating the first Boss in the game. 

| just wanted to say that I’m not that 
obsessive, but | did sit and read the 
descriptors, and if | do say so myself | think 
| used them coherently. | actually loved that 
| had that many abilities early on because 
t gave me the ultimate customization really 
early in the game. 
- Shawn Ramos 


EGM IS THE FOOL 

Pouring through your last issue | came 
across page 15 and stopped in disbelief. 
Call of Duty: Independence —had Activision 
lost their minds? 20 second reload time 

on muskets? Surely this would spell th 

end of the COD series and it would quiet 
and quickly go the way of Tony Hawk 
Guitar Hero games. Way to go Bobby 
Kotick thanks for killing another one of your 
properties.....waaait..... 

Flipped to the front cover - the April is- 
sue. | felt a warm glow all over. It seems the 
EGM | held true to my heart had pranked 
me with it’s April fools joke again. It’s so 
good to have you guys back. Thank you for 
all your hard work and excellent writing, but 
most of all thank you for all the tradition. 

— Alex Snart 


EGM_Response: Good catch! Quite a 
few readers spotted our latest April Fools 
prank, but with a name like Alex Snart we 
knew your letter deserved the ink. 


25 


Million+ 


Copies of Wii Play 
sold to date 


20 


Something 
The age range at 
which, according to 
Sony PlayStation 
CEO Jack Tretton, you 
wouldn't be playing 
a “GameBoy” on an 
airplane if you had 
any self-repsect 


85 


Level World of 
Warcraft player 
Everbloom made it to 
without getting XP 
from quests or kills 


7 


Number of days 
fan-created Streets 
of Rage Remix was 

up before Sega asked 
the creators to have 
it pulled 


Age at which Gerald 
A. “Jerry” Lawson 
recently passed on. 
Jerry is known for 
being one of the 
inventors of the 
video game 
cartridge 


MISSING IN 


So WTF happened to True Crime: 
Hong Kong? I’m a big fan of the 
series and EGM’s coverage in 
the February issue left me want- 
ing (a lot) more. A couple weeks 
later I’m digging into EGMi and 
see even more exclusive shots 
from the game. Then: poof! 
Gone. Cancelled. | understand 
companies want to make money, 
but at this rate the only games 
big publishers put out will be 

the ones with names like Call of 
Duty on them. 

- Terrance Mackel 


EGM_Response: The behind- 
the-scenes scuttlebutt of what 
happened to the latest install- 
ment of the True Crime franchise 
is not far off the official party line 
that Activision’s “desire to focus 
on the greatest opportunities that 
the company currently has” {i.e. 
why spend money on True Crime 
when you can spend money on 
Call of Duty) is what motivated 
the decision. It’s another example 
of how some believe. It’s another 
example of how some believe the 
area between small titles distrib- 
uted via download on console 
networks and the huge budget 
“sure things” like the Call of Duty 
series and Halo is becoming a 
no-man’s land where creative 
new IPs (or even sequels based 
on second-tier titles like True 
Crime) have no future. 

Also, check out our feature 
story this month on page 42 
that highlights games you never 
got to play because of these 


{and other) reasons. 
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THE GAME THAT 
CHANGES AS YOU PLAY 


DATA MINING IS TRANSFORMING GAMES INTO LIVING, BREATHING CREATURES 


THAT EVOLVE ACCORDING TO YOUR INPUT 


by MICHAELTHOMSEN 


WwWwW-egmnow-com 


ot only does the Internet let 
you frag your friends in the lat- 
est Call of Duty, it offers game 


developers an opportunity to 
fundamentally change their approach to 
game design by letting them continuously 
harvest data about how and what you’re 
playing. Francis Bacon wrote that knowl- 
edge is power, and soon many games will 
have some built-in mechanism to collect 
knowledge from their players, games that 
watch you play them and then change 
accordingly. 

“We had to build everything from 


scratch,” explains Ben Medler, a PhD 
student from Georgia Institute of Technol- 
ogy and sometime consultant. Medler 
was part of a group that helped EA and 
Visceral Games build a data mining 
system for Dead Space 2. “Everyone was 
using Excel spreadsheets with hundreds 
of lines, and we helped them make a little 
more sense of that data by condensing it 
into charts and graphs.” 

In the old days, big publishers like EA 
got insights about how their games would 
play to the public through focus testing 
and consumer feedback, which was 


largely considered a part of marketing. 
The data was used as much to deter- 
mine who to advertise to as much as it 
was to affect development. Today, many 
console-centric publishers are still trying 
to understand how to use player data to 
affect development, not just ad buys. 

“It’s still basically the Wild West,” 
Medler says. “There is no standard way 
of doing things yet, there’s no easy model 
that can turn all the numbers and statis- 
tics into a formula for fun.” 

Data mining is a new and powertul tool 
for game developers but it’s not an easy 


“NUMBERS ARE NUMBERS, 
BUT WE REALLY WANT 
ENGAGEMENT. THAT'S 
WHERE THE REAL 
LONGEVITY COMES FROM.” 


one to use. Medler recounted an instance 
when the data showed that a player kept 
dying at a certain point in the single- 
player level. This sent warning signals that 
maybe the set piece was too difficult and 
needed fewer enemies and more ammo 
and health. 

After talking to the specific player, 
however, they learned he was actually 
enjoying himself immensely. The data col- 
lection only saw his deaths, but with each 
life he was experimenting with new tactics 
and different weapons. He was diving 
deeper into the mechanics and having a 
lot of fun learning how flexible they could 
be, something which might not have 
happened if the difficulty curve had been 
smoothed over. 

After an initial wave of excitement, a 
new understanding emerged. Player data 
is meaningless without a personal context, 
so it’s not an answer but a starting point in 
building a relationship between player and 
creator. “We're looking for a relationship 
that lasts months or longer,” says Nixon 
America’s president Daniel Kim. “Numbers 
are numbers, but we really want engage- 
ment. That’s where the real longevity 
comes from.” 

Nexon’s strategy is based almost 
entirely on free-to-play games that rely on 
a close connection between player and 
developer. “We often invite users in for 
interviews, we visit them at their houses 
and talk about what their lives are like and 
how our games fit into them,” Kim says. 
“We think of all our players as actually 
part of the game content and so striking 
a balance with players and the game sys- 
tems is where the magic really happens. 
Oftentimes we get to leverage some 
player behavior into a new mechanic or a 
minigame.” 

The ability to translate player metrics 
into game features is opening some 
exciting new areas for game developers. 
“Some people who collect player data 
use it to help design Al for their games,” 
admits Medler. “They split players into dif- 
ferent categories based on how they play 


and then use the data points from each 
category as a model for Al.” 

But allowing player data to play too 
Dig a role in development threatens to 
make designers into technicians more 
than artists. “There's still an art to game 
design,” says Jonathan Knight, senior 
vice president of games at social games 
company RockYou. “Design is hard to do, 
there's a real art to it. You need metrics 
but you also need someone who has a gut 
instinct for it. A lot of the web companies 
that thought they could just fake the game 
design using metrics are going to be gone 
soon.” 

Without having a clear idea of what you 
want to accomplish creatively, player data 
is useless, a technical cover for the fact 
that the creator has nothing to say. Knight 
cites RockYou’s Zoo World as a game with 
a Clear target— women between 30 and 
60—and a simple creative experience. 

“It's a menagerie, a digital collection of 
animals,” Knight explains. “For our players 
it’s more of an activity, collecting really 
cute animals, keeping them on display 
for their friends, and feeding them. If they 
weren't playing they might otherwise be 
collecting little glass figurines and display- 
ing them in their living rooms.” 

Taken out of context, Zoo World's small 
morsels of daily player engagement might 
signal trouble in a different type of game, 
but with a clear understanding of the de- 
sign goals the data suggests the game is 
actually working as intended. Nexon staff 
also use player data to measure frequency 
and length of play sessions, though they 
are cautious of over-interpreting data. 

“One of our big focuses is trying 
to bring back people who've stopped 
playing,” Kim says. “We met a group of 
players in Minnesota who only play in the 
winter. During the fall and spring they have 
football or baseball practice, but in the 
winter Maple Story is their sport because 
it’s too cold to go outside. There are so 
many different cases, it’s really hard to 
narrow it down to any one.” 

Data mining is still a controversial 


subject. It’s well on its way to becoming a 
standard practice in the industry, and yet 
many players mistrust it as both an inva- 
sion of privacy and creative homogenizer. 
In the right hands, player data, can actu- 
ally encourage risk taking by sharpening 
an idea in a way that helps it reach players 
with clarity. 

“It’s very raw now,” Knight says. “You 
have players for only a few minutes, or a 
few seconds in some cases, and those 
first seconds better be interesting or 
they'll just close the game and it’ll be over. 
That’s a rush.” 

Creators in all creative forms face the 
challenge of holding onto audience atten- 
tion. Collecting player data gives game 
creators a unique tool not available to 
their forebears, one that makes listening 
as important as speaking. So what are 
you saying to game designers when you 
play their games? For better or worse, 
they'll be listening. 


EVERYTHING WORKS, 
IT’S JUST NOT ANY FUN 


PRESS START 


One of the most common uses of data mining has been to 
balance multiplayer games, but even this simple-seeming 


idea presents challenges. When Medler 


was working 


on Dead Space 2’s multiplayer mode, the data quickly 
showed that the javelin gun was overpowered. It worked 
in single-player where enemy damage, upgradable parts, 
and ammo scarcity could be used to control the weapon’s 
strength. Visceral had chosen a system for the multiplayer 


mode that allowed players to access all 


the weapons 


they’d unlocked in single-player so it wasn’t possible to 
use the same constraints to limit weapon damage. Instead 
they had to lessen the gun’s damage in multiplayer, 
something they wouldn’t have known to do without data 


collection. 


Li 
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YEARS AGO 
JUNE 2001 


We got totally edgy and kicked some 
McTwists with cover boy Tony Hawk, 
who was hyping Pro Skater 3, and this 
just shows how truly long ago this was. Last year, infamously, 
Hawk’s Shred only sold a bummer-inducing 3,000 copies na- 
tionwide. Hopping back to 2001, though, we were still spoiled 
with newcomers Devil May Cry and universally loved Final 
Fantasy X. Actually, a lot of games coming out around this 
time had proven staying power, with Crazy Taxi and Jet Grind 
Radio Future also still nestled firmly in a warm place inside 
many a gamers’ heart. 


YEARS AGO 
JUNE 1991 


Ah, yes, the infamous Hudson Hawk cover, 
a.k.a. “the one with 16 exclamation points 
all around Bruce Willis’s face.” We ladled 
just as many enthused punctuation marks in our review of Battle- 
toads, but were far more stringent on a TurboGrafx’s now-obscure 
sports game, TV Basketball. A lot of revolutions were right on the 
horizon, with the “portable NES,” the ability to play Game Gear 

on TV, and the SNES all just over the horizon. Then again, there’s 
also ads in this issue that feature dudes unironically dudes sporting 
mullets, acid-washed jeans, and sloppy sweaters while aggres- 
sively giving thumbs-up to the camera. That same flash-in-the-pan 
appeal is now obvious with many of the other games covered this 
month, with The Rocketeer for the NES and The Punisher for Game 
Boy being among those that were given splashier coverage. 


YEARS AGO 
JUNE 1981 


The summer of 1981 was a real turning 
point for gaming's legitimacy in main- 
stream America. This month, there’s a 
noticeable uptick in newspapers publishing articles that would 
alternately approve of and then harshly deride arcade games. 
Capt. Gary Bishop of the mechanized 24th Infantry Division at 
Georgia’s Fort Stewart spoke enthusiastically to newspapers 
about the potential he saw in games in military training, and 
pointed out how much could be saved by shooting digital bullets 
instead of real ones. While it’s amusing to see articles exhaus- 
tively explaining Space Invaders and the risk such “space-age 
injuries” as “Space Invaders Wrist” —a painful forerunner to 
“Snood Elbow” —there was also the rise of instances where 
politicians sicked zoning commissions against arcade owners for 
encouraging loitering and the corruption of our nation’s youth. 
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THE FUTURE OF 
FREE-TO-PLAY 


THE NATURE OF GAMING IS CHANGING AS WE FIND 


NEW WAYS TO CONNECT 


f, five years ago, you had predicted 
that some of the industry’s most 
popular games would be designed 
to be playable for free, you’d have 
probably gotten some funny looks. To- 
day, the massive potential of offering an 
entire game at no cost—and making mil- 
lions off of the small percentage of play- 
ers who buy optional in-game items and 
additional content—is well established 
by incredibly popular titles like FarmVille 
and Angry Birds. 

But as revolutionary as the free-to- 
play business model has been for many 
games, its impact has been largely limited 
to a small corner of the industry. For many 
gamers and developers, “free-to-play” 
has become practically synonymous 
with the kinds of overly simple, casual 
games that dominate social networks 
like Facebook and mobile platforms like 
the iPhone. Where are the deep, AAA 
shooting, racing, strategy and action 
games that offer free gameplay funded by 
optional in-game purchases? 

“The free-to-play model is one that’s 
a lot more flexible than the industry has 
traditionally used it for,” says PlayStation 
Home director Jack Buser. He should 
know—the PlayStation 3’s free social 
network hosts a variety of free-to-play 
games, from the usual casual fare to 
games like space shooter Novus Prime 
and third-person shooter Conspiracy, with 


many more on the way. 


By KYLE ORLAND 


Buser says he actively encourages 
Home developers to expand their thinking 
of what free-to-play can mean. 

“Oftentimes people’s knee-jerk reac- 
tions when approaching free-to-play 
games is to make these very casual expe- 
riences you might find in a web browser,” 
Buser says. “That’s not necessarily what 
the core audience of PlayStation comes 
to expect from the PlayStation 3 console. 
| tell them to think about building a game 
for gamers, but using the principles of the 
free-to-play games you see on the web 
from a monetization standpoint.” 

Many major publishers are already 
taking baby steps towards this kind of 
model, leaning on downloadable content 
as a way to extend profitability for retail 
games. THQ is lowering the price of the 
upcoming MX vs. ATV Alive to $40, on the 
stated theory that increased DLC sales 
will make up the difference in disc price. 

EA’s already made $40 million selling 
additional player cards through its FIFA 
Ultimate Team expansion to last year’s 
FIFA 11, and the Rock Band franchise is 
responsible for well over a billion dollars in 
downloadable songs. But think how much 
higher those numbers could go if free ver- 
sions of the basic software attracted even 
more potential customers. 

Microsoft Game Studios may soon 
find out when it releases Age of Empires 
Online, the first exclusively digital, free- 
to-play entry in the popular retail strategy 


“THE FREE-TO-PLAY MODEL IS ONE 
THATS ALOT MORE FLEXIBLE THAN 


THE INDUSTRY HAS TRADITIONALLY 
USED IT FOR.” 


series. Rather than making money on 


microtransaction item sales, the game will 
offer what the team is calling “macro- 
transactions” —larger blocks of premium 
features and more cosmetic additions. 

When the game was announced, 
some Age of Empires fans “went down 
the path of associating free-to-play with 
Facebook-style 2D flash games,” admits 
executive producer Danan Davis. But 
once they hear about the actual model the 
game is using they usually come around, 
he says. “The whole notion that we’re not 
nickel and diming you with microtransac- 
tions and providing huge amounts of free 
gameplay really wins them over.” 

Even mobile free-to-play game makers 
are slowly coming around to the idea that 
free-to-play games don’t have to be sim- 
plistic casual fare. Major iPhone publisher 
Glu Mobile has recently expanded its free- 
to-play line-up with Sniper Scope-style 
first-person shooter Contract Killer and 
action-packed shoot-’em-up Gun Bros. 

Glu chief creative officer Giancarlo 
Mori says offering the basic game for 
free is the perfect way to cut through an 
overcrowded market to reach players with 
no barrier of entry and no expectations. 
“Gamers are attracted by quality games 
regardless of their model,” he says. “Great 
games are great games, after all, and tra- 
ditional gamers are already showing they 
understand the value proposition offered 
by freemium: Play right away, buy what 
you need when you need it.” 


Selling these kinds of games item-by- 
item can affect the game’s design as well 
as its business, though. Age of Empires’ 
Davis notes that the developers had to 
balance the multiplayer game so paying 
players felt they were getting a benefit 
“without completely being able to over- 
power someone still playing free.” 

But Glu’s Mori thinks solo players will 
naturally find a balance between spending 
money and challenging themselves in 
these kinds of games. “In a persistent 
game the concept of winning is relative,” 
he says. “It is by definition an ongoing ex- 
perience to be supported and played over 
time. The finish line is where each player 
decides to put it. Everyone is a winner.” 

In other words, if a player is willing to 
trade money for an in-game edge, why 
should the profiting developer argue? 

While the free-to-play model will prob- 
ably never completely overtake the pay- 
to-play standard, successful experiments 
in using the model for traditional genres 
will likely lead many developers back to 
the types of games they love to make. 

“| can't tell you the number of develop- 
ers that are building free-to-play games 
based on genres or experiences they just 
personally aren't into,” Buser says. “That’s 
not why they’re in this industry. They 
didn't get into this industry to build farm 
simulators over and over again. Not that 
there’s anything wrong with farm simula- 
tors, but the world of games is much 
bigger than that.” 
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The PSP is still a 
hot platform in Ja- 
pan, receiving both 
huge new projects 
and remakes of old 
favorites. 
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hink how different things look 

after just six years. After a 

half-dozen years, the past can 

seem unrecognizable, while at 
the same time feeling impossibly recent. 
It’s a span of time distant enough from a 
milestone that we don’t commemorate 
it with precious metals, but near enough 
that we might want to start saving. 

The mainstream videogame industry 
was a very different beast when Sony 
released the PlayStation Portable in the 
United States in March 2005. The Xbox 
360 wouldn’t be announced for another 
month; the Nintendo DS was selling well 
but developers still had no idea what to 
make for the bizarre ”Developer’s Sys- 
tem”; and the PlayStation 2 was still at the 
top of its game, well on its way to becom- 
ing the best-selling console in history. 

Sony’s first foray into portable gaming 


by ANTHONY JOHN AGNELLO 


was supposed to be the piece de résis- 
tance in a decade of massive success. 
The PSP’s multimedia capabilities would 
make it a constant companion for savvy 
gamers, its console-quality 3D games 
transforming portable game develop- 
ment from a mire of studios churning 

out Pokémon-a-likes and Nickelodeon- 
licensed platformers into one more outlet 
to capture an older, cooler audience. It 
was going to have Gran Turismo. It was 
going to have Devil May Cry. It was going 
to be, in no small terms, a hit. 

From a certain point of view, it was, 
though hardly the hit that Sony, the indus- 
try, and millions of gamers though it would 
be. The system ultimately sold more than 
50 million units, but it’s greatest success 
was exclusive to Japan thanks to the phe- 
nomenon of Capcom’s Monster Hunter. 

From another perspective, it was a 


dramatic failure. For all of the PSP’s 
forward-thinking specs, it was also the 
first of many missteps for the one-time 
king of gaming. The proprietary UMD 
format proved unpopular with both game 
makers and gamers—though not hackers 
and pirates, who were exploiting the Lu- 
mines UMD just months after the system’s 
release. Worse still was that many of the 
crucial lessons learned about 3D design 
on the PlayStation 2 were rendered use- 
less by the PSP’s lack of a second analog 
stick, sorely missed for camera control. 
Sure, its games were pretty, but designers 
were having a hell of a time figuring out 
how to make them control properly. Or 
load in a timely manner. Or not drain the 
battery too quickly. 

“Our relationship has always been dif- 
ficult,” says Dana Jan of Ready at Dawn 
Studios. Jan’s work as director of God 
of War: Ghost of Sparta is recognized as 
some of the best on the system, quality 
that took almost the system’s whole 
lifespan to achieve. “In the end, | think 
we've always found a way to work with 
the hardware such that it didn’t compro- 
mise our design and intended experience 
for the player. | looked at the PSP as an 
opportunity to design a home-console 
experience tailored for a very specific 
handheld device with some impressive 
Capabilities.” 

Jan’s studio is one of the few that 
had consistent success meeting that 
goal. This isn’t to say that the PSP hasn’t 
played host to some fantastic games, 
more that it’s been plagued by a per- 
ceived lack of games, not to mention low 
sales that have discouraged great cre- 
ators from exploiting the system. “[That 
reputation came from] titles simply being 
ported to the PSP by third parties looking 
to score quick cash instead of creating 
new games specifically for the audience,” 
says Jan. 

Now, after six years, the PSP is 
winding down to make way for Sony’s 
NGP, a machine that seems even more 
ridiculously advanced than the PSP did 
back in 2004. It’s no surprise then that 
the system's release list has gone from 
meager to almost non-existent. Sony itself 
has no games coming beyond Patapon 
3, and announced titles like Resident 
Evil Portable have disappeared from the 
press. 

At least one publisher is sending 
off the PSP in a blaze of glory. Square 
Enix was a critical ally for Sony with the 
original PlayStation consoles. In fact, its 
later games on the original PlayStation 
are recognized as some of its greatest 
creative successes. Square got daring on 
the PS1. Shooters like Einhander, fighters 
like Tobal 2 and Bushido Blade, and clas- 


ie 


ce wi Please find my payment for the subscription duration that | have selected below: ef 
Ale crive 1) 6 PRINTISSUES [] 12 PRINT ISSUES 

wos § ‘— 26 DIGITAL ISSUES —— 52 DIGITAL ISSUES 
SU ols $14.99 (US Funds $24.99 (US Funds 


%% 
—— 


mc WAIL YOUR PAYMENT TO: ELECTRONIC GAMING MONTHLY 4 
pAL } | 
| P.0. BOX 433132 | 

PALM COAST, FL 32143-9859 } 


6010NS 


CO SRORISE IE AR ASS SR a EEE ITC a Rag Se etre erat 


PRESS START 


CAN'T STOP THE MOHUN 


The NGP would likely have arrived a whole lot sooner if 

it wasn’t for Capcom’s Monster Hunter series. The multi- 
player grind fest has been so successful in Japan that it 
has almost singlehandedly kept the PSP alive. It also has 
defined how creators work on the system. Square Enix’s 
Hiroshi Minagawa sees it even now. “The PSP market 
seems to have grown along with the popularity of Monster 
Hunter. In Japan, Monster Hunter’s popularity is outstand- 
ing to the point that there was a lack of PSP inventory 
upon this year’s release of Monster Hunter Portable 3rd. 
Even now, PSP’s are difficult to find.” 


Potion 


THE NGP 


Even though it was difficult to find success on PSP, devel- 
opers are enthused about the NGP. Ready at Dawn’s Dana 
Jan is excited about the variety of controls in particular. 
“Play that leverages the simultaneous use of the rear 
touch screen and the accelerometers will be fun,” he says. 
“Switching from the traditional inputs [analogs/buttons 

on the face of the device] to the use of these new inputs 
could break things up in a way that keeps players more 
engaged with the hardware. | would utilize the new inputs 
to have a character do things in the world that are better 
suited to gestures/manipulating the console’s orientation 
than having to come up with an awkward mapping on the 
traditional controls.” 
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THE MAINSTREAM VIDEOGAME 
INDUSTRY WAS A VERY 
DIFFERENT BEAST WHEN SONY 
RELEASED THE PLAYSTATION 
PORTABLE IN THE UNITED 
STATES IN MARCH 2005. 


sic role-playing games like Chrono Cross 
exemplified what mixing a creative spirit 
and a keen understanding of a devoted 
gaming machine can achieve. 

It’s appropriate, then, that the PSP is 
enjoying a final creative renaissance with 
Square. Starting with Kingdom Hearts: 
Birth by Sleep last fall and continuing into 
this year with Tactics Ogre: Let Us Cling 
Together, Dissidia 012: Duodecim, The 
3rd Birthday, Final Fantasy 1V: Complete 
Collection, and eventually Final Fantasy 
Type 0, Square Enix took the end of the 
PSP’s life as an opportunity to experi- 
ment with genres, old properties, and new 
stories. While most of these titles are 
tied to Square’s invaluable Final Fantasy 
franchise, they are all marked by that 
experimental quality that shone in the 
company’s latter-day PS1 titles. The 3rd 
Birthday is both a second chance for the 
Parasite Eve series as well as Square’s 
botched attempts at third-person shoot- 
ers. Dissidia 012, a sequel to one of the 
PSP’s most-pirated games, has been 
released almost purely to try and perfect 
its rather bizarre and forbidding fighting 
mechanics. Yes, Final Fantasy is lucrative, 
but when your predecessor was illegally 
downloaded more than five million times, 
you usually don’t look to shoot yourself in 
the foot again. 

Even Square Enix’s remakes are more 
than base cash-ins. A new 15-hour story 
has been added to Final Fantasy IV, mak- 


ing its umpteenth re-release valuable. Jac- 
tics Ogre got an entirely new lease on life. 
“We considered recreating Tactics Ogre as 
a console game, in full 3D with rich visu- 
als, but we didn’t think the screen would 
match the classic nature of the game.” 
admits Hiroshi Minagawa, the director of 
Tactics Ogre: Let Us Cling Together. 

“In re-imagining the game for such 
a screen, we would have to change 
the style of the game—to an RTS, for 
example—to avoid creating something 
completely offbeat in terms of game style 
and presentation,” Minagawa continues. 
“We didn’t want to break the tone of the 
original game, nor did we want to create 
a cheap game. 15 years have passed and 
many fans of the original are now leading 
busy lives, immersed in work day in and 
day out. |, myself, have become a middle- 
aged man. The idea to bring this game to 
a handheld device spun out of the desire 
to create an environment where such 
users Can casually play the game on their 
spare time.” 

That passion and consideration 
makes for a fitting departure for Sony’s 
neglected handheld. Six years on from its 
U.S. debut, it’s easy to say that it could 
never have lived up to the expectations 
placed on it, that Sony could never have 
unseated Nintendo in the portable market. 
It never had to though. All it needed was 
to play some great games. It did. It is. On 
to the NGP. 
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Cool stuff you didn’t know you needed 


the month in 


GEEK 


by TRACEY JOHN, PAUL SEMEL, PETER SUCIU, 
and REBECCA SWANNER 


With Alice about to plunge back into Wonderland in Ameri- 
can McGee’s Alice: Madness Returns, you can get ready 

to slay the Jabberwocky with a limited edition (numbering 
1000) Vorpal Blade from Epic Weapons ($89.95; EpicWeap- 
ons.com). Even if flying monsters aren’t plaguing you, at 
three pounds and 18.5”, it’ll at least raise an eyebrow or 
two. Not enough Madness for you? Epic Weapons has a 
second trip down the rabbit hole planned for later this sum- 
mer, when they'll release other intricate pieces inspired by 
the game, including a working teapot and a pepper grinder. 


For more fun stuff, check out THE WEEK IN GEEK every week in our 


It used to be that $599 could get you a used car. A really, really used 
car, but a real car nonetheless. But today that same amount can put 
you behind the wheel of all sorts of dream machines. The catch is that 
it'll be virtual rides in Gran Turismo 5, and the wheel will be the Thrust- 
master T500 RS for the PlayStation 3 (thrustmaster.com). This 12” 
rubberized force-feedback wheel not only boasts sequential gearshift 
paddles but its 100% metal pedals are actually more solid than ones 
you’d find in a $599 used car. 


Before he was the god of thunder (“and rock & roll...”), Thor was a 
moody teenager who just wanted to impress his (all-)father. Or so it 
seems from watching Thor: Tales of Asgard, an epic animated movie 
from Lionsgate directed by Sam Liu 
(All-Star Superman). Though it’s avail- 
able on digital download from the usual 
suspects (XBLA, PSN...), the DVD and 
Blu-ray ($19.98 and $29.99, respec- 
tively; lionsgate.com) adds two com- 
mentaries, a making-of featurette called 
Worthy: The Making of Thor: Tales of 
Asgard, and an episode of the TV ’toon 
The Avengers: Earth’s Mightiest Heroes. 
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digital magazine EGMi, available free at egmnow.com 


DUKE NUKEM IS FOREVER 
7} 


(IN TOY FORM, AT LEAST 


Duke Nukem is finally back! No, really! 
Videogame toymakers NECA (necaonline. 
com) are making an action figure out of 


the character we thought was long gone, 
so no backsies on this one. The 7” tall toy 
comes with Duke’s trusty pistol and signa- 
ture cigar (natch) and has over 25 points 
of articulation, so he can be posed doing 
what he does best: being a badass. The 
figure costs $15 and will be out just in the 
time for Duke Nukem Forever’s release, 
which we’re pretty sure is happening in 
June. Maybe. 
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THINGS YOU 
DIDN’T KNOW 
ABOUT DUKE 
NUKEM FOREVER 


by PAUL SEMEL 


The long saga of Duke Nukem Forever’s oft-delayed development has been so well documented that you half-expect there to be a 
made-for-TV movie starring Howie Long about it airing this weekend on G4. But don’t worry, factoid fans, we took Gearbox execu- 
tive producer Brian Martel away from his busy schedule of making last minute dick and fart jokes to give us some super-secret inside 
information. Just don’t blame us if it gets delayed...again. 


THE AUDACITY OF 
HUMP 


In the game, our hero owns 
a strip club named Duke Nukem’s 
Titty City. But you may know it by its 
former name, The Slick Willy. “It was 
a reference to [former President Bill] 
Clinton,” Martel explains. “But we 
need to change it because, as it turns Pr, 
out, the president changes over time.” 


WON'T GET FOOLED 
AGAIN 


Slick Willy’s name change wasn’t 
the only way in which history and the ever- 
changing tide of politics impacted Forever. 
“Do you remember when George W. Bush 
messed up trying to say that, ‘Fool me 
once,’ line?” Martel asks. “Well, we actually 
used the footage of that for some facial 
animations of the President in our game. 
But again, we had to cut it out after Bush 
stepped down.” 


wwwW-egmnow-com 


PRESS START 


BALE-ING ON A JOKE 


While some jokes were cut from For- 
ever for being too old, and thus not 
funny anymore, Martel admits that others were 
left in even at the risk of being dated. “There's 
actually a joke about that time that Christian 


Bale famously flipped out,” he explains, “and 
we were thinking about taking it out because 
we were worried it had been overdone. But it 
was just so funny in the context of the game 
that we decided to keep it.” 


HUNTING HIGH AND LOW 


During the design phase, developers 


often create codes to easily change 
aspects of a game. According to Martel, one 
that was created by accident during the devel- 
opment of Forever had something of a Norwe- 
gian pop feel. “It made everything looked like 
it was sketched by hand,” he recalls, “which 
reminded us of the ‘Take on Me’ video by A-Ha. 
So someone created a code DNAHA, which 
stands for ‘Duke Nukem A-Ha,’ which would 
unlock this mode in the game.” At press time, 
Gearbox was unsure but hopeful about whether 
the code would be in the finished game. 


FILM SCHOOLED 


While Duke makes a lot of jokes in 


Forever about such movies as Team 
America: World Police and The Princess Bride, 
it's not the only way cinema inspired the game’s 
developers. In one part, Martel points out, Duke 
gets into Area 51 through a secret entrance ina 
closet. But while this secret door is unlocked by 
(spoiler alert!) rotating a shovel, the idea behind 
it wasn't just because the closet is in a building 
owned by the Department of Agriculture. “That 
sequence is actually a reference to the movie 
The Andromeda Strain,” Martel explains. 


DRIVERS ED 


Besides all the shooting, Forever also 
has a couple moments where you 
get behind the wheel of a monster truck or two. 
But as the game was being made, the develop- 
ers toyed with other vehicles as well, including 
a golf cart, motorcycles, boats, and, according 
to Martel, an airport tow truck. “There was go- 
ing to be a part set in an airport where you were 
going to get to drive one of those things,” he 
admits. “But they drive really, really slow—like 
10 mph—which wouldn’t have been any fun.” 


07 BACK DOOR MAN 


Though he’s no 


dummy, Duke 
Nukem clearly didn’t go 
to college. But appar- 
ently someone working 
on Forever did, since one 
bit of art in the game—a 
poster of Piranha Pete 
you'll find in Morning- 
Wood— was seemingly 
based on a poster often found on dorm room 
walls. “It’s inspired by the mug-shot poster 

of Jim Morrison,” Martel says, referring to the 
now-infamous shot of The Doors frontman from 
December 10, 1967, when he was arrested 
onstage in New Haven, Connecticut. 


ARENA ROCK 


Back before games had credits, 

developers would sometimes sneak 
their names into their games through hidden 
easter eggs. Which doesn’t explain why, since 
Forever has credits, some of its developers 
snuck their names into the game through easter 
eggs anyway. “In the beginning of the game,” 
Martel points out, “when you’re in the sports 
arena, the names on the jerseys hanging up 
are all of people who worked on the game. And 
there’s other things like that in the game.” 


VOICE OF REASON 

Since 1996’s Duke Nukem 3D, our 

hero’s deep, manly voice has been 
done by voice actor and DJ Jon St. John. But 
while Duke may be St. John’s first and most 
famous role, he’s also the voice of another (and 
very different) game character: Big the Cat 
in such Sonic games as Mario & Sonic at the 
Olympic Games, Sonic Adventure and Sonic 
Adventure 2, Sonic Heroes, and Sonic Shuffle. 
Sadly, the release of Duke & Sonic Do Dallas 
has been delayed...again. 


SPIRAL ARCHITECT 


With only 14 years in which to make 
the game, you’d think the people be- 
hind Forever wouldn’t have time to do anything 
else. Turns out, they did. When not working on 
the game, first as a tester and web designer 
and now as a community manager, 3D Realms’ 
Joe Siegler somehow found time to start a 
Black Sabbath fansite (black-sabbath.com), 
which, in turn, got him hired to run the official 
site for Sabbath’s drummer Bill Ward: billward. 
com. So, Joe, why are there no Sabbath songs 
in Forever? “It never occurred to me to do that,” 
he says with a smile. 
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DAYDREAMS OF 
IM WILLIT 


HOW id SOFTWARE’S CREATIVE DIRECTOR TURNED HIS FANTASIES INTO A CAREER, 
AND WHY RAGE WILL BE THE COMPANY’S OPUS 


by MICHAEL THOMSEN 


ohn used to joke that | was an indentured servant,” 


says id Software's Tim Willits, who's currently toiling 
away as creative director on the forthcoming Rage. 
He was, of course, referring to John Carmack, the company’s 
technical director and one of the truly irreplaceable figures in 
the videogame industry. In the mid-’90s Willits lived through 
a magical career ride that landed him in a key creative role at 
the company whose games changed his life. 


After winning some notoriety as a Doom 
modder, Willits was hired by a now- 
defunct Texas game studio called Rogue 
Entertainment to work on Strife, one of 
the first shooter-RPG hybrids. A year later 
he was offered his dream job working for 
id. At the time Willits, a former ROTC ca- 
det, owed the army scholarship money, so 
id had to pay off his debt before he could 
start. Subsequently, Willits has helped 
shape some of the most influential titles in 
gaming history. 

Doom created the formula of the first- 
person shooter; Quake transformed that 
formula into a competitive sport and laid 
the framework for 3D graphics, clans, and 
dedicated servers. Before the likes of Bio- 
Shock wowed the world with embedded 
narrative and moody atmosphere, Doom 
3 was on the scene with its real-time 


lighting, flashlight, audio logs, and PDA 
device. As the industry has expanded id 
has been among the most experimental, 
going free-to-play with Quake Live and 
working with mobile games like Orcs and 
Elves and Doom: Resurrection. 

Walking into id’s office for the first time, 
a Surprisingly small space in a Mesquite, 
Texas office park, | secretly wanted to 
be greeted by a hungover stripper with 
vomit stains on her spiky bandolier. 
Instead | met an unshakable reception- 
ist, an older woman with a charmingly 
forceful Texas accent. There is a folksy 
feeling underneath the demonic figurines 
and blistered alien bodies lining the walls. 
Almost daily, a medium pepperoni pizza 
arrives for Carmack from Domino’s—car- 
ried by the same delivery person for 15 
years. He’s been such a regular customer 


Www-egmno 


AS 
Ba 
tz 
iz 


ie 
HW 


EGM INTERVIEW 


over the years that they still charge him 
1995 prices. 

Willits is deferential and polite. He 
speaks with a humility that seems alien 
to the outer-space hells with Big F**king 
Guns that so inspire him. He just married 
for the second time and lives in a Dallas 
suburb with triplets. The best thing about 
having kids, Willits tells me, is the cover 
they provide to see Pixar movies. 

“A couple of years ago my daughter 
was with my parents and Cars came 
out” he says. “I really wanted to see it 
so | went to the theater myself. Biggest 
mistake. | looked like the weird pervert in 
the theater. | wanted to put up a sign that 
told everyone | had kids too.” 

While id has been extremely active with 
side projects and producing other studios’ 
work with its franchises (Enemy Territory: 
Quake Wars, Wolfenstein, Quake 4), it’s 
been almost seven years since their last 
major release, Doom 3. With Rage, id is 
hoping to show it still has the fierceness 
to compete in a genre that has changed 
a lot since the days of Arch-vile and 
Mancubus. 

While Rage offers the same adrenal- 
ized gunplay id is known for, the studio 
has also challenged itself to push outside 
of its comfort zones. Much of the game is 
set in daylight. It’s also a kind of directed 
open-world experience with driving, lots 
of conversations, exploration, and flower 
gathering. “It’s our opus,” Willits says. For 
all the welcoming hospitality and sweet- 
ness, there might still be some demons 
left to exorcise. 


You’ve described the first moment 

you played Doom as a life-changing 
experience. What had your life been like 
leading up to that moment? 

| was a computer science and business 
major at the University of Minnesota and | 
was in ROTC. | had a scholarship and my 
plan was to become a second lieutenant 
and go on with the rest of my life. | hadn't 
really played Wo/fenstein at that point. I'd 
heard about it around the computer lab 
but I’d never played it. Then | got a new 
computer and was on Software Creations 
BBS—not even CompuServe at that time. 
| was just going through and downloading 
demos and | saw Doom and downloaded 
it. In the first room in Doom there’s the 
lower level where you can look out the 
window, then you can go up the steps to 
the top-level armory, and | thought that 
was the entire demo. The door didn’t really 
look like a door, and so | was just looking 
around thinking, “This is cool, | should buy 
this game.” I'd already made up my mind, 
| thought I’d seen the whole demo. Then 

| went down the hallway and found that 
door. Somehow | got it open, and when 
that happened —! know it sounds corny — 
but seriously everything changed. 

What did it change for you exactly? 

| was so amazed that there was this huge 
world, you could look out the window and 
imagine what there was to do out there. 
Then | got to the end of the level and 
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played the next level and | just thought, 
“Holy s**t, this is amazing.” | knew that’s 
what | wanted to do. | lived at home 

and would commute to the University of 
Minnesota, which was a 20-minute drive, 
and | used to daydream about working 

at id on the way to school. Then the DEU 
[Doom Editing Utility], which was the first 
kind of mod level editor came out. At the 
time Doom ran on NeXT, which was Steve 
Jobs’s company before he went back to 
Apple, and there was no editor for it. So 
some guy wrote DEU, and | thought that 
was amazing. The idea that | could load up 
one of the levels and just make changes 
to it was amazing. There was an infinite 
amount of possibilities, it was so exciting. | 
made a few of my own levels and upload- 
ed them to the database where everything 
else was. Back then the description was 
the only thing that other people saw. You’d 
write a little text description and post your 
email. | was shocked that a few people 
said my levels were good and asked if | 
was going to make any more. That was it. 
| Knew | was hooked. But when that door 
opened my life really changed. 

When you’re living at home as a young 
guy in the early ’90s, sitting in your 
room enraptured by this loud, bloody 
computer game, what did your parents 
think? 

My parents have always been pretty liber- 
al, for lack of a better word. We were kind 
of a sci-fi, fantasy family and my parents 
saw it for what it was, just a cool kind of 
game where you could run around. Then 
we got multiplayer up and working with my 
sister, which was cool. | was like, “Look 
mom, that’s Theresa.” And she would be 
running around on the screen. She does 
IT at Jostens now, the people who make 
class rings and stuff. She actually figured 
out a lot of the DEU stuff before | did. She 
taught me a lot and helped me with a lot 
of levels. She actually started working on 
one of the levels that | later used for the 
Ultimate Doom pack. She’s definitely the 
smart one in the family. 

Do you ever wonder how it was that 
you both started out designing levels 
together and you really flourished in the 
games industry while she decided to do 
something else? 

She’s three years older than me and she 
was finishing school. She’d gone out to 
work at my uncle’s company in California, 
which made accounting software. So 

her life and career had already kind of 


started, whereas | was still in college, | 

had a scholarship, | had a little more time 
to burn. When | got into it, | got into it big 
time. My grades definitely took a nosedive. 
| think really she was already on her career 
path. But we do not have enough women 
in Our industry. Whenever | do talks at high 
schools | tell all the girls we need them. 
Especially in animation, | think that’s an 
area where women have done really well, 
especially here [at id]. One of our best 
programmers is a woman. So | definitely 
think we need more. 

What was your family like growing up? 
Did you all gather around and watch 

Dr. Who? Did you borrow your parents’ 
copies of Asimov and Heinlein? 

Every year we would take some big 

family vacation. We never flew anywhere 
because we couldn't afford it, so we would 
always drive. When you're in a car with 
three kids there’s not much to do, so mom 
would read to us. She read it all—Lord of 
the Rings and all the fantasy and sci-fi sto- 
ries. We would, of course, watch Dr. Who. 
And | always loved Star Wars. That was 
the kind of family we were. Mom never 
watched Dynasty or Dallas. 

Have you been able to do that with your 
kids now, pass on that interest in sci-fi 


and fantasy? 

They’re not as into it as | am. I’ve made 
them watch Dr. Who and they think it’s 
kind of silly. But the greatest thing about 
having triplets is we can play four-player 
co-op. So LittleBigPlanet is awesome. 
The fact that | can get three 7 year-olds 
and myself to jump from one platform to 
another is an achievement in itself. One 
always falls off or complains the other one 
pushed her. 

Have you learned any lessons from 
playing with them that you’ve been able 
to apply to Rage’s co-op? 

Well, our game is so fast-paced it’s hard to 
compare. It is much more difficult to play 
with more people, and the objectives have 
to be pretty straightforward. The co-op in 
Rage is called Legends of the Wasteland. 
We've taken slivers of the story in single- 
player and made these co-op missions 
that take place in a lot of the same areas. 
Our town in the first Wasteland area, for 
instance, is called Wellspring. One of the 
NPCs tells you that if you find any water 
bottles you should collect them so that 
The Authority won't control everything. 

So the fiction of one of our co-op levels 
comes from that, The Authority is always 
trying to crack down and has paid this 
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clan to place bombs around town. So 
you're fighting against this clan to find all 
the bombs and disarm them. It’s more 
about the action than doing too much 
coordination. Even in LittleBigPlanet there 
are very few things that are actually co-op 
where you can’t do something without 
another person. But playing the same 
game with someone else makes it more 
enjoyable. | would not have lasted very 
long playing that game by myself, but with 
the kids it’s great. 

Did you experiment with a more com- 
petitive sort of co-op? In Borderlands, 
for example, you don’t get to share 
loot so after you complete an objective 
you’re kind of racing against your part- 
ner to grab the new weapon drop. 

No, not really. We had some opportunities 
to do some cool multiplayer stuff along 
those lines with the vehicle combat stuff. 
Our vehicle game is called Combat Rally 
and there’s a deathmatch component 
where you have to blow each other up. 
But you’re also racing for these points, 
and the points move. You all have an ob- 
jective, and you all have to work together. 
Rage is the first big game you’ve done 
internally since Doom 3, and it still feels 
very much like an id game. How do 
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you keep that sense of personality and 
mood in your games, even across so 
many different generations of technol- 
ogy? 

| wish we had a rulebook of what makes 
an id game, or had a master plan that we 
could reveal and people would go, “You 
guys are brilliant.” We really have no magic 
plan, things have just naturally evolved. 
We’ve had the same people here for so 
long, and the people who have come 
since then have always been id fans. | 
think the individual touches do change 

the art and personality a bit, but | think it’s 
really the spirit of the people. John’s been 
here forever. I’ve been here for a long time. 
The spirit of every game is really just five 
to 10 guys, even if you have a team of 100 
guys. The moment-to-moment micro- 
cosms of fun, like when you pull that trig- 


ger on whatever you’re holding, it has to 
be cool. It has to give feedback, you have 
to have reaction. We start there and then 
we build from that. And John Carmack 
really is more involved in the design than 
people think. 

What’s John like to work with? 

Most people think he just makes the en- 
gine and then goes off and makes rockets, 
but that’s not true. He’s very keen on con- 
troller feedback, player feedback, sound 
feedback, how the game feels, what the 
character weight feels like, what the move- 
ment speed is—he’s really particular about 
all of the nuances. It’s that kind of spirit 
that kind of drives us forward. 

Can you give an example of something 
that he’s worked on with Rage that a 
player wouldn’t necessarily notice at all 
but he focused in on it to make sure the 


team got it right? 

Well there’s the whole 60 Hz thing and the 
milliseconds of latency in controllers. Right 
now John is on a huge kick with built-in 
latency in hardware. | hate to speak for 
him, but he’s said this enough—he feels 
[that with] the monitor manufacturers, the 
controllers, the communications back 

and forth, there’s too much latency in 
everything. Having Rage run at 60 Hz is re- 
ally his push. If you sit down your average 
Joe with a 30 Hz game and a 60 Hz game 
he won’t be able to tell the difference. But 
if you ask him which one feels better, he’! 
always say the 60 Hz game. So that’s key, 
and that’s all John right now. Currently 
with the controller he’s been looking at 
how we can reduce any latency from when 
you push the button to when something 
happens in the game. He’s actually set 
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up tests with high-speed cameras and 
calculated the latency. So it’s that kind of 
underlying thing. Players just think, “Oh 
yeah, you just hit the button and some- 
thing happens.” 

Is there still a lot of headroom you can 
make on the consoles with latency? 
They’ve been out for five and six years 
now, | would think basic technical issues 
like that should be optimized already. 
There is still a lot of room to improve. 
John’s belief is, “Don’t make it our fault 
that there’s latency, make it their fault.” 
He’s talked with hardware manufactur- 
ers to make sure we address these 
issues over time. In one of his talks he’s 
mentioned Apple—because they’re such 
a closed system for gaming—could be a 
company that really benefits from looking 
at where their latency issues are. These 
are milliseconds we’re talking about, but 
it’s shocking how much latency is built into 
the system. 

| want to go back a little bit—1| think 

it’s really interesting that you were in 
ROTC. It seems like a pretty common 
phenomenon that people who have 
brains oriented toward the hierarchal 
order and physical discipline you get 

in the military respond really strongly 
to shooter games. Do you think your 
experience in the ROTC has anything to 
do with your enjoyment of Quake and 
Doom? 

I’ve never thought about it like that. | had 
Originally wanted to go to West Point. | 
was the congressional appointment for 
West Point, but they said my math wasn’t 
good enough. Then the ROTC folks said, 
“Hey, we’ll give you a scholarship and 
then you can go anywhere you want.” 

So mostly because | got a scholarship 

[is why] | joined the ROTC. But making 
videogames is really tough. There is a 
creative aspect to it, of course, but it takes 
a lot of organization and self-discipline. 
When people come to interview some 
guys say, “Hey, | made lots of levels, but | 
haven't finished any of them.” They have 
the creative aspect but they don’t have 
the self-discipline. We struggle with that 
too—we call it map sprawl. So there is an 
element of structure, organization, and 
management that’s important. And heck, | 
think everyone should go to basic training. 
| don’t think conscription’s really that bad 
of an idea. It kind of gives everybody an 
idea of how you get things done in life, so 
| can see some parallels. There is a lot of 
self-discipline you need to finish stuff. It 
doesn’t matter how creative you are, if you 
can’t finish it, it’s not useful. 

How did you originally decide you 
wanted to go to West Point? Were you 


an idealist kid when you were young? 
Did you feel like you wanted to give 
something back or make a big gesture 
for the country or anything like that? 
When you’re 17 it’s like, “Oooh, this is 

the right thing to do.” It was duty and it 
was very exciting, a stepping stone toa 
career and the rest of your life. It was like 
going from a goofy teenager to a real man. 
In high school | was captain of the track 
team, captain of the ski team, co-captain 
of the soccer team. | always had a leader- 
ship drive so it was kind of a natural pro- 
gression. It was a way to get college paid 
for, a stepping stone that would lead to 
lots of opportunities. And | actually had a 
great time. | was training to become a sec- 
ond lieutenant, which means you get to do 
all kinds of fun things—one week you’re in 
a tank, the next you’re doing artillery. | had 
a blast. | loved the obstacle courses. All 
the things people hate about the military | 
loved. It was fun, | was like, “This is great, 
we Can sleep outside and we don’t have 
to mop in the morning.” We were a big 
camping family so | was always kind of an 


ies doing green space aliens, we would 
do green space aliens, make no mistake. 
They’ve done a good job respecting 
people and not crossing any lines and 
being disrespectful. 

It seems like a lot of it is just exor- 
cising anxiety. We’ve been at war in 
Afghanistan for nine years, Iraq for 
seven years, and a lot of people feel 
anxiety over what we’re doing there. 

Is it good, is it bad, are we right, are 

we wrong? Games about those wars 
maybe exorcise that anxiety a little bit. 
Which seems like a common quality 
with Doom and Quake, which have 
always felt to me like great vehicles for 
relieving anxiety, these moody, dark, 
worst case scenario sort of environ- | 
ments where you can just kill everything 
you see. 

There is a natural tension release excite- 
ment in these games. Talking with Greg, 
they were very sensitive—to the point of 
being over-sensitive probably. But again, 
there was a market. EA saw a market, and 
they did their best in a really sensitive mar- 
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outdoors person. There wasn’t any larger 
idealistic vision except the excitement of a 
17 year-old looking at his future. 

Has that experience given you any per- 
spective on some of the recent games 
like Medal of Honor, Modern Warfare 

2, or Six Days in Fallujah? id’s stuck 
with science fiction pretty consistently 
throughout the years. 

It’s in the news, people are fascinated, 
they want to know more. They don’t want 
to experience it but it intrigues them, it has 
relevance to their life. If there’s an audi- 
ence for it they'll do it. I’m good friends 
with Greg Goodrich, one of the produc- 
ers on Medal of Honor, and he has a lot 
of friends that are in the military. He did 
the charity thing where they grew beards 
to raise money for veterans, and he was 
actually scheduled to go to Afghanistan 
for a goodwill tour thing. But that kind of 
fell apart over security issues and things. 
Those developers who have given the 
military that level of respect have done an 
excellent job. But really the driving force is 
to sell copies. If you could sell more cop- 


ket. Other games have done a very bad 
job. | remember there was a Vietnam game 
several years ago that did a very bad job. 

| can’t remember the name of it, but it was 
horrible, even though the cultural sensitivi- 
ties about that war had faded more. 

A lot of recent games offer more things 
to do beside shooting at stuff, like Red 
Dead Redemption’s flowers collection, 
animal skinning and treasure hunting. 
Have you picked up on any of that with 
Rage? 

The world does have a greater sense of 
exploration and wonderment, like when | 
first played Doom and looked out that win- 
dow and thought there was a whole world 
out there. What’s behind that mountain? 
Right, and that’s the really powerful mo- 
ment, you talk about that before any of 
the shooting even. 

Yes, the sense of discovery and exploring. 
Finding things for yourself. That’s why | 
play World of Warcraft by myself, | hate 
playing with other people. So yes, in Rage 
we try to give it more of a sense of won- 
derment. We tried to make the wasteland 
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enjoyable when you get in your car and 
drive. You don’t really have to drive that 
long, and then you get out and fight some 
bandits. We have some flower-picking in 
the game. You can use them for schemat- 
ics that you can build upgrades with—so 
you'll need like a night blossom and a 
health pack or something—so you find 
those things and you can make something 


new with it if you have the right schematic. 


We tried to add a layer of exploration that 
we’ve never had before. Hopefully [we'll 
create] that pacing—which we had trouble 
with in Doom 3, we just put our foot on 
the gas pedal and never let up. In Rage, 
it’s a more controlled pacing. | can choose 
to have exciting first-person combat now 
and then can choose to go out on side 
missions, do some racing—so hopefully 
we have good balance. We found in some 
of our consumer testing that some of our 
Casual gamers were more interested in the 
racing elements than our hardcore fans 
were. 

We’ve seen in movies that some genres 
really wax and wane, like noir was 

huge in the ’30s and ’40s, musicals and 
westerns were really popular in the ’50s 
and ’60s. But they all go into a decline 
after a while. Are you worried at all that 
the clock might be ticking on this kind 


of game, the fast-paced sci-fi shooter 
with creepy mutant enemies? 

People are definitely more into the Modern 
Warfare-type games these days. But you 
need to make what you love to make, and 
what you love to play. As soon as you start 
making stuff because you have to make tt, 
that spirit and passion evaporates. We’ve 
always made the games we want to play. 
That is really the important thing. | came 
to id in 1995. | was a junior designer and 
now I’m one of the directors. We could 
have made decisions throughout the 
history of our company that would have 
made us more profit. There are business 
decisions we made that followed the path 
of what we wanted to do creatively, and 
that made us happier than following the 
path of trying to make more money. We’ve 
always tried to be true to ourselves. We 
could have stayed with the original Quake 
tech. Source still has Quake code in it. 
Modern Warfare 2, at the very bottom of 
the credits, it says id Software technology. 
| get a little warm glow in my heart when | 
see that. We could have stayed with that 
older technology and continued to make 
more games, but | think we’re happy with 
the path we’ve chosen. 

There aren’t many companies that 
spend as much time and energy on their 


fans as id, with QuakeCon. 

Yes, trust me, that’s not a money-making 
thing. We’ve never made a profit on that. 
It’s basically just a free LAN party. 

Right. In the ’90s you actually incorpo- 
rated fans into the games, like with The 
Master Levels for Doom II, which was a 
sort of curated collection of great mod 
maps from the community that you put 
out as an Official id release. Why’d you 
get away from doing stuff like that? 
Heck, that’s how | got my start here, with 
the Doom II Master Levels. There are a 
number of issues. Dealing with individual 
contractors Is always a legal issue. Get- 
ting people to all submit on a deadline is 
always an issue. You need to find the right 
guys who have the personal discipline to 
finish something and have the creative 
spirit to make something awesome—and 
those people tend to get hired. So logisti- 
Cally it’s always a hassle, and legally it’s 
always a hassle. But the bigger issue we 
ran into was that there was so much free 
content that was available for Doom and 
Quake that when we tried to package it, 
even when it was original content that no 
one had seen before, people still thought 
that it should have been free. Even Team 
Arena—which was a great expansion pack 
and really pushed some of the team as- 


pects of Quake ///—was considered a mod 
that should have been free. That was the 
biggest criticism we got. Why am | paying 
for this when | can get all this other stuff 
for free? We spent the time working with 
these guys, we weren’t making that much 
money, and then we got backlash. 

And as the games got more difficult to 
make internally, they got more difficult 


to mod. That’s why you see fewer Doom 
3 mods, and you'll probably see fewer 
Rage mods. Hopefully with Rage, because 
our layering system allows you to take 
one level or one instance and just build 
another layer for it as a small file, we'll 
see more story kind of mods that use the 
same assets in Rage. There may be some 
uptick in the modding you can do on the 
PC. But it was really that the games got 
more difficult to do and we were getting 
backlash. 

Did you ever think about building a 
more user-friendly sort of map editor 
or mission builder, kind of like what Far 
Cry 2 did, and what Sucker Punch is do- 
ing with Infamous 2’s mission creator? 
Far Cry 2 actually had a really cool editor, 
you could drag the splines for the Al and 
things like that. But when we make new 
technology, John makes new technology. 
Some people call their technology new 
but it’s really more of an upgrade to an 
existing engine. Not John. It’s like main, 
bracket, and go. Everything from physics 
in Rage, to the renderer, to Al states —liter- 
ally everything is new. At the beginning 
we built levels that you couldn’t even walk 
around in yet because everything was so 
new. It is so difficult to make a game while 
you're also making new technology, and 
we've done it forever. You have to call 
your bets early, and stick to your guns on 
things. 

Getting the main game is so difficult that 
you have very little room to change stuff. 
As a studio we would love to try anything, 
but we can’t do everything. So we really 
have to be careful about what we choose 
to work on. John's philosophy really 
started the whole modding industry. He’s 
naturally opened up game code, released 
all the original map files for Doom levels, 
released source code. His openness with 
how the engine works has, by nature, 

led to this modding community. But the 
games themselves are so difficult that the 


barrier of entry is higher. You'll still be able 
to make a mod for Rage, but it’s going to 
be tricky. 

| want to ask you about Quake Live. 
Have you learned anything from that 
experience? 

Yes, don’t do that. [laughter] 

But why not? The business model of 
doing free-to-play games is really flour- 
ishing in a lot of areas. What is it about 
Quake Live that’s not working? 

The in-game advertising model was 
fraught with issues. You’re working with 
one group that goes out of business and 
then you're working with another group 
and their ad impressions are low because 
our players are moving so fast. If you put 
a billboard in your game it has to cover 

a certain percentage of the screen for a 
couple seconds —two or three seconds. 
Do you know how difficult it is to get any- 
one in Quake to stand still for two seconds 
and have a billboard cover up a large per- 
centage of the screen? It’s impossible. So 
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then you're back to sponsor revenue from 
the main screen, and there people just go, 
find their game, and start playing. 

And the game is just so damn hard. Quake 
l/l is still the best one-on-one, pure-skill 
deathmatch experience in any game. It is 
100% skill based. If you have the skill you 
win, if you don’t you lose. So you can’t 
get anyone to start playing it. Who wants 
to get their ass kicked? You can’t just sit 
back and snipe guys to up your XP. In 
Quake the barrier of entry with that skill 
level is high and it’s just difficult to make 
money with that model. We have a pre- 
mium subscription that more or less funds 
it right now. That gets you early access to 
some maps and a few other things. That 
covers the main cost for us. It’s quite cool 
if you think about it objectively, but practi- 
Cally it has some logistical issues. 

Do you think that model would work 
better with some of the other stuff 
you've done for iOS, like Doom RPG or 
Orcs and Elves? It seems like it would 


IVE ALWAYS SAID THAT ONE DAY 


WE'LL HAVE A PRESIDENT WHO HAS A 
PLAYSTATION IN THE WHITE HOUSE. 
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be a short jump to take something like 
that to Facebook, where | can grind 
through a dungeon level on my lunch 
break. Or if | don’t have the time, | can 
use credits to just skip to the boss fight 
at the end. 

| think big games are still the most profit- 
able —huge productions, huge marketing 
spends, get the press machine rolling, and 
sell millions of copies. That’s what’s always 
done the company the best. We've always 
been a very lean company. We made 
Doom 3 with 33 people. Even now, the 
Rage team is 70 people. So there’s not a 
lot of fat in the company to do side things. 
John had a quote once that | thought was 
really funny. He said having all your eggs in 
one basket is not necessarily a bad thing. 
He also once said being well-rounded is 
overrated. [laughter] But again, it’s man 
power. We put people on the big game, 
and that’s what we want to do. FarmVille 
is always neat to talk about—heck, there’s 
more people playing FarmVille than there 


racy’s also killing us. Blizzard actually have 
their content split up in different servers 

all around the country to prevent piracy. 
It’s a fascinating story. Having your as- 
sets somewhere protected where people 
can access them with a subscription, or 
pay-per-play—for a business model, that’s 
very attractive. And it solves the issue of 
the $400 console. | was a little skeptical 

of OnLive, but it actually works pretty well 
already. You want to play Call of Duty, 

you want to play for an hour? Just click 

on it and play, we’ll charge you a nickel a 
minute or something. And you just play. 

It seems like that has to be a part of the 
next platform. Whether or not it eradi- 
cates the disc-based game — it probably 
won’t—but it’s hard to imagine the next 
generations of consoles not having 
some channel like that on top of some 
kind of disc-based option. 

It makes a lot of sense— everyone gets 
more control that way. Used game sales is 
a legitimate business model for brick and 


IVE DISCOVERED THERE'S 
NOT MUCH TIME TO DO THE 
GOOFING-OFF-WATCHING- 
FOOTBALL THING. 


are Call of Duty, so they’ve done well. But 
that’s just not our game. We do first- 
person shooters. 

How long do you think you can keep 
going with a console-driven game busi- 
ness in a world like that? How much 
headroom is there before we reach a 
point where the billion people in India 
and the billion-plus people in China 
have to become part of a major, block- 
buster game? 

The subscription model should work 

well. Microtransactions are popular in 
Asia. Having an entertainment service 

as opposed to a console system—we 
worked with this company a few years 
ago that did this super-cheap system for 
South America where you received games 
through your cell network. We even put 
Quake and Quake // on there. But you’re 
right, connectivity is drastically improving. 
Actually, a lot of times, we find developing 
countries have better connectivity because 
they built it from the ground up. Out where 
| live we don’t even have DSL or cable. It’s 
ridiculous. 

But yeah, it’s coming fast, the time where 
we keep all of our assets on servers and 
players just connect to them, because pi- 


mortar, but for us, we’re like, “Crap, we 
make no money on that.” The first-party 
guys see that too. That’s why we put in- 
centives in to get people to keep the disc, 
the longer we get people to keep the disc 
in their drive, the better our chances of 
someone else buying a new copy instead 
of a used one. But yes, there is a business 
reason you'll see that model grow in the 
future, especially in developing countries. 
There always has been an underlying 
character to the studio that’s really 
masculine. | know a lot of people who 
work here are really into fitness, and 
there’s a gym in the studio with lots of 
weights. You can kind of see it in the 
games you’ve made, they’re all really 
fast-paced and gory. And it looks like 
you've got a very docile, pastel-colored 
home life with a wife and five kids. 
What’s it like going back and forth 
between those two worlds? 

We are far less exciting than the rest of the 
world thinks. Once we went into a Com- 
pUSA to do a game signing and a woman 
was like, “You guys are the Doom guys? | 
thought you’d be more exciting.” 

She thought you’d be biting the heads 
off pigeons and stuff. 


Yeah. We were definitely not the guys get- 
ting laid in high school. But, you’re right. In 
all of our games there’s a win and a lose, 
which is great for your hardcore fans. The 
reason that people love co-op is because 
there’s a win-win situation. People like 
feeling important, they like accomplishing 
things. Our games are historically difficult 
for the newbie to get into without getting 
their ass handed to them, and that’s really 
frustrating. A lot of people would rather 
just go and play co-op with their buddy 
and who cares if they lose. We’ve tried 

to be more sensitive to that in Rage. We 
have no on-foot deathmatch mode in the 
game. We wanted to distinguish this title 
from our other games. We’re aware there 
is a win-lose dynamic to a lot of our older 
games, we’ve talked about it for a number 
of years, and we’re trying to branch out 
from that. 

Has having a family given you any 
perspective on those kinds of situations 
compared with when you were a 20 
year-old and single and Doom was kind 
of everything? Now your games are one 
thing among many. 

Yes, there is a balancing act. | do kind of 
block time—! don’t have a lot of wasted 
time. | don’t watch TV for the sake of 
watching TV. Sometimes | miss pop culture 
because | don’t have time for it. We work 
long hours, and then | have to do the wife 
thing, and the kid thing. I’ve discovered 
there’s not much time to do the goofing- 
off-watching-football thing. But | do love 
what | do. | really am lucky. I’ve been doing 
it since 95 and | truly feel blessed that | 
can do this. When I’m long gone there may 
be things that I’ve done that will carry on. 
That may be pushing it a bit because it is 
just videogames, but one time | was at a 
Quake // event in Sydney. | ran into a guy 
who said that Quake had changed his 

life. His life had been the pits, he wasn’t 
happy, he didn’t know what he was going 
to do, and he was very depressed. Then 
he started playing Quake and he joined a 
clan. Quake players are really nice and ac- 
cepting, if you’ve ever been to QuakeCon 
you'll see that’s really true. But he met this 
group of people, he met this girl and fell in 
love. He was in tears and he told me that 
Quake had saved his life. | know we’re 
making videogames and | don’t want to 
blow it past what it is, but it’s so exciting to 
do something that impacts people’s lives. 
So many people have these horrible jobs, 
they hate what they do. For me, | love 
what | do, and it means so much more 
than punching a time card. 

It’s interesting to me that whenever 
game designers make statements 

like that they always have to kind of 


apologize for it a little bit, say it’s just a 
videogame. How much longer do you 
think we’re going to have to apologize 
for the medium instead of just being 
able to say that, even games as loud 
and bawdy as Quake can connect to 
something very personal and emotional 
in a person? 

I've always said that one day we'll have 

a president who has a PlayStation in the 
White House. There’s a Wii in the White 
House now, [Obama’s daughters] have a 
Wii now. The world is shrinking, in terms 
of communication and people interacting. 
When you play a game like World of War- 
craft you’re playing with people from all 
around the world—the same with Quake. 
Young people are discovering that people 
in other countries are exactly the same as 
them. They solve problems the same way, 
they interact with Facebook the same way, 
they play World of Warcraft or Quake in the 
same way. The weird mystery of who these 
people are overseas, that is going away 
fast. An industry driven by young people 
combined with the connectivity that we 
have, you will find that a generation that’s 
grown up playing online with people, you 
will probably find that the world will be a 
much more peaceful place. El 


What are you listening to? Are you a heavy 
metal guy? 

| listen to way too much Dave Matthews. I’m 
actually in the Dave Matthews fan club. I’ve 
been in the fan club so long that when they 
send out fan club music discs | get the 

cool upgraded edition instead of the regular 
generic one. 

What was the last movie you watched? 

| watched The Fighter on Saturday night with 
my wife. My wife and | like to eat cheese 

and watch shows in our media room. I’m a 
huge Apple TV fan. We have three Apple TVs 
because the kids are so bad at putting DVDs 
back so now | put them all on my computer, 
hide the discs, and now the kids can just 
watch them from the computer. 

Who picked the movie? 

My wife picked it. She mostly picks the mov- 
ies. She’s not really into the sci-fi movies so 

| have to watch those on my own. Plus | like 
to watch them freakin’ loud and she always 
complains that | watch them too loud. But 
any war or sci-fi movies | love to crank up the 
volume. She likes romantic comedies. I’ve 
seen every romantic comedy —if you’ve heard 
of it, I’ve seen it. 

What’s your favorite romantic comedy? | 
asked Cliff Bleszinski once what his favorite 
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date movie was and he said The Notebook. 
No, come on. That's horrible. Anything with 
Reese Witherspoon is awesome. Fever Pitch 
was good. | liked The Wedding Singer with 
Drew Barrymore, that’s more of a guy movie 

| guess. 

What have you been reading lately? 

| listen to a lot of audiobooks. | have an 
Audible.com account Gold membership. | just 
finished The Passage by Justin Cronin, which 
is about everyone turning into a vampire. | love 
Stephen King too. 

What do you drive? 

| have a Porsche 911. But mostly | drive the 
BMW XS. | have kids and crap | have to carry 
around, so | drive that. 

What's your favorite form of exercise 

these days? 

My wife is a power walker. That gives us a 
chance to hang out and talk and stuff without 
the kids. If | can snowboard it’s awesome. | 
love snowboarding. Living in Texas is pretty 
unfortunate for my snowboarding habit. | still 
rollerblade too, I’m a pretty good rollerblader. 
The kids just had a roller-skate party so | was 
teaching them and stuff. 

Do you ever think about working on 

movie IPs? 

Yes, | would do an awesome Indiana Jones 


game. Raiders of the Lost Ark is my favorite 
movie. | told Spielberg once, | said “Dude” —| 
actually called him dude— “Raiders of the Lost 
Ark is my favorite movie.” [laughter] He was 
like, “It’s my favorite too.” Todd Hollenshead 
and | had the fortunate luck to show him 
Doom 3 at his Amblin office on the Universal 
lot. In his private office he had one poster 

up, and it was Raiders of the Lost Ark. His 
office is so cool. | got to use his bathroom. 

| was like “Whoa, I’m in Steven Spielberg’s 
bathroom! These are the magazines Spielberg 
reads when he’s on the can!” [laughter] But 
yes, we would make a great Indiana Jones 
game. LucasArts does a good job, but if Todd 
Howard and | were given that license it would 
be awesome. 

When was the last time you were really afraid? 
There’s more stress than fear, | think. Septem- 
ber 13 is the release date for Rage, and it’s 
also my 40th birthday. So it’s either going to be 
an awesome birthday or a very f**ked up one. 
You know, | worry because this is all | know 
how to do. I’m not an accountant, I’m not an 
engineer. There’s no plan B. | need to make 
sure Plan A pans out well for myself and my 
family, my wife, and the rest of my life. 

So that’s my biggest fear: failure, screwing up 
the future. 
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hen Techland released the trailer for its 
forthcoming Dead Island, the response well 
outweighed even the studio's wildest expectations 
More than any videogame trailer before it—including those _ 


tied to the industry's biggest releases—it went fully viral, — 
extending far beyond the reach of traditional game and tech 
outlets. A harrowing sequence, the trailer recounts the final 


moments of a mother and father losing their daughter to a 


horde of invading zombies. It’s set to a delicate piano piece, 


equal parts bloody murder and immaculate choreography, 
shot in slow motion and presented in reverse chronology. 


The sequence immediately began bouncing around social 


networks, and ina matter of hours Dead /sland went from 
virtually unknown to riding a tidal wave of hype. 
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Taking place in and around the Royal 
Palms Resort on Banoi (a fictional island 
in Papua New Guinea), the game is 

an open-world, survival-horror affair 
played from a first-person perspective. 
There will be elements of exploration 

and discovery, in the vein of Fallout 3, 
but the focus will be on melee combat, 
which can be experienced in two- to 
four-player, drop-in/drop-out cooperative 
play. It is, essentially, a game about the 
worst vacation ever taken. Remember 
Snakes on a Plane? This is, for all intents 
and purposes, Zombies on an Island. 
Minus the farce, that is. When asked 
about inspirations, the team points to 

a range of cinematic works, including 
John Romero’s seminal Living Dead 
films, but also more austere works like 
Danny Boyle’s 28 Days Later and Frank 
Darabont’s television adaptation of the 
Robert Kirkman comic, The Walking 
Dead. “Naturally, the entire zombie genre 
owes Romero a debt of gratitude, and we 
also draw inspiration from some of the 


iconic zombie encounters he created,” 
says Techland associate producer Macie} 
Binkowski. “Still, it’s important to note 
that Dead Island isn’t a ‘wacky’ game. 
We’re treating the subject as seriously 
as its nature allows us to. This means 
that we cannot rely on the ‘stupidity’ 
and carelessness which dooms so many 
characters in the classic zombie flicks.” 
Of course, this is at least in part due 
to the very nature of the medium. “This 
time we have live gamers controlling the 
survivors,” continues Binkowski. “They 
won't walk into obvious traps, or fall for 
any of those annoying horror cliches 
which Pablo Francisco summarized with 
his classic line, ‘I’m gonna get naked and 
get a shower.’ While we want to keep 
some of the unreal contrasts from the 
legendary zombie films, we’re faced with 
smart, adaptive, badass protagonists and 
this completely changes the equation.” 
The zombies themselves range across 
the zombie spectrum, from the traditional 
slow, lumbering Romero types (think: 


DEAD ISLAND IS, ESSENTIALLY, A = 
GAME ABOUT THE WORST VACATION © = = 
EVER TAKEN. 
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“Braaaaaaaaaains”) to more aggressive, 
intelligent breeds. “We’re very much in 
favor of undead diversity, but in this case 
the design was based around gameplay,” 
Binkowski explains. “We knew that we 
didn’t want to limit ourselves to just slow 
and fast zombies. We came up with sce- 
narios of possible battles incorporating 
factors like range, speed, or damage into 
various enemy concepts. We tested them 
in One-on-one encounters, as well as in 
various combinations. Even the ‘garden- 
variety’ slow zombies become much, 
much more dangerous when paired with 
one of the more advanced enemy types.” 
There are also quite a few surviving hu- 
mans on the island, many of them hostile 
for one reason or another, and offering 
unique challenges of their own. 

The game’s dynamism stems from 
this interplay, as well as the sheer 
variety of weapons at your disposal. 
Not unlike Capcom’s Dead Rising, Dead 
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While there will 
definitely be plenty 
of first-person 
shooting on the is- 
land, melee combat 
is a big part of the 
zombie bashing. 


Island’s environments are littered with 
weapons: Paddles, cleavers, wrenches, 
wood planks (with optional rusty nails 
protruding), frying pans, chairs, tables, 
fire extinguishers, microwaves, meat 
cleavers, spear guns, hatchets, and 
machetes comprise just a handful of the 
killing utensils you'll be using to make 
your way. You’ll discover “workbenches” 
throughout the game world, which allow 
for the construction of customized, more 
powerful weapons in MacGyver-like 
fashion. Got some wires, a belt, and a 
battery? Here, these elements can be 
combined with a standard knife to make 
a sticky bomb, or to convert a standard 
machete into an “electric” mutation. 
Guns will be available, but ammunition 
will be scarce. 

Different zombies also require different 
strategic approaches. Essential, for one, 
is the efficient management and dismem- 
berment of limbs. With faster zombies, 
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you'll be smart to go for the legs; with 
weapon-toting zombies, take off their 
wielding arm. And if you’ve got the jump 
on a zombie, of course, nothing does 
the job quicker than a swift decapita- 
tion. Likewise, the two main categories 
of melee weapons—sharp and blunt 
weapons—will have distinctly different 
effects on dead flesh. Suicide zombies 
are strapped with explosives, and you 
can use them to strategically take out 
an entire group of their cohorts. You can 
also throw melee weapons, particularly 
helpful with, ahem, “burning zombies.” 
“Ram” zombies are hulking beasts that 
must be attacked from behind (ideally af- 
ter dodging one of their furious charges). 
Even those objects that can’t be used 
offensively can be spotted and picked 
up, ranging from condoms sitting on a 
bedside table to drugs you can pilfer 
from the pockets of a dead civilian. 
Vehicles will be available as well, most 
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of which come at “disaster prices” 
thanks to the island’s many ambulance- 
chasing, black market salesmen. It will 
take plenty of exploration and a sharp 
eye to gather enough cash to afford the 
island’s pricier wares. 

Techland explains that the island 
setting serves as a plot device, providing 
a sharp contrast that effectively sets 
the mood and feel of the entire game. 
“Early on, that meant devising a set of 
criteria by which we could filter ideas 
and model our island,” says Binkowski. 
“It had to have some modern infrastruc- 
ture, a luxury resort but also interesting 
history and a lot of diversity.” The team 
researched Papua New Guinea, as well 
as other holiday island destinations, 
mostly using Google Earth, travel guides, 
and the endless photography they found 
online. One team member even took the 
epic journey from Poland to Papua New 
Guinea to directly gather photographic 
reference material. 

The landscape is littered with optional, 
ambient side quests, most of which 
involve saving strangers from becoming 
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zombie brunch. As you progress through 
the game, you’ll be able to upgrade 
your particular character's strengths; 
one the skills | saw is something called 
“Skull Crusher” —a vicious boot-stomp 
that does exactly what it says, putting 
downed zombies out of commission. 
This is not an RPG by any means, but 
the choices you make will inform your 
experience. 

Techland has been a productive 
studio for some twenty years, but none 
of its properties—even the popular 
Call of Juarez series, and its upcoming 
installment, The Carte/—have received 
the sort of attention suddenly being 
paid to Dead /sland. The trailer, which 
became “must-see” material on its 
day of release, has been called one of 
the finest game trailers to date, vivid 
and powerful enough to engage those 
without even a passing interest in the 
medium. And while it remains to be seen 
whether they'll be able to translate that 
emotional experience into the interactive 
realm, it’s clear they’re putting all of their 
“braaaaaaaaaains” into it. 


THE ZOMBIES 
OF BANOT: 
A TASTING 


Vessels are most dangerous 
when they attack in groups, 
making it necessary to watch out 
not to be surrounded. Some of 
them might carry weapons which 
they simply failed to discard after 
turning into walking corpses. In 
this case, you should make sure 
to take care of the arm wielding 
the weapon first, either by break- 
ing it using a blunt instrument or 
cutting it.off with a blade. 


The ram zombie is able to crush 
you into the ground and does se- 
rious damage. He is invulnerable 
if attacked face-to-face; you'll 
need to dodge the ram’s attack, 
trying to get behind him before 
countering. 
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We speak with Techland’s associate producer Maciej Binkowski and Deep 


Silver's project manager Vincent Kummer 


EGM: How did the idea of a zombie 
game set on a vacation island initially 
come together? 

Vincent Kummer: When we started 
working on this game, we were all huge 
zombie fans. We wanted to combine this 
with something special, like a paradise 
gone bad, but also something you’d be 
trapped on...so we came up with the 
paradise island. It’s really a great scenario 
for this exploration, a great clash of good 
and evil. We really wanted to show how 
this would play out in a realistic world. 
And when did the concept for the trailer 
come about? 

Kummer: The trailer was in development 
for about half a year before we released 

it. lt was a collaboration between our 
Creative team and Axis Animation; it was a 
back and forth of ideas, figuring out how 
we could actually show the idea behind 
the game. The trailer really shaped itself; 
when it finally we went out, we [never] 
expected the response we got, with it 
going viral. We focused in this case on 

the emotional part of the game, and what 
a zombie outbreak does to whoever is 
trapped in the hotel, or on the island. 


This is actually something that’s part of 
the game. You will meet people who lost 
family members, who lost loved ones, 


and see the wheels that were set in 
motion because of that. 

Was it always going to be a 
first-person game, or did 
you toy with the idea of the 
third person? 

Kummer: No, we really 
wanted to do first-person, be 
Cause we believe it’s more 
immersive than third-per- 
son. We went first-person 
straight away. 

Do you reveal the true 
nature of the zombie 
outbreak early in the 
campaign? For exam- 

ple, will players dis- 

cover that the zombie 
transformation is 

based on a virus or 
contagion, and not 

some crazy Papua 

New Guinea island 

magic? 
Maciej Binkowski: 
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No, we don’t reveal it at the beginning. 
Just like you, the characters in the game 
come up with several possible theories 
regarding the origins of the outbreak. 
Each hypothesis has some supporting 
evidence. Just like the survivors on Banoi, 
the players will have to choose which 
story to believe. 

Did the game’s climate and environ- 
ment lend any direct influence to the 
zombie creature design? 

Binkowski: The main goal of choosing a 
tropical island for the game’s setting was 
to create a truly extreme contrast between 
the paradise of a perfect holiday spot and 
the hell of a zombie outbreak. | can’t an- 
swer this question in more detail without 
getting into topics we don’t want to reveal 
at this stage. 

How do players engage in missions as 
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Is a bloodied blade 
enough to take on 
the charging horde 
of undead? 
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they explore, and how much freedom 
and flexibility is there for players to 
carve their own path within the bound- 
aries of the campaign? 

Binkowski: Dead /s/and definitely offers 
many exciting opportunities. There is the 
“main” story path, which really needs to 
be followed, but there are also a ton of 
other opportunities built around it. From 
important side missions to unexpected 
encounters, there will be many incen- 
tives and ways for players to explore and 
experience more of the game. It’s easy 
to imagine how much there would be in 
a crisis aS severe as a zombie outbreak. 
Add people with their own, often-conflict- 
ing interests and you'll get an interesting 
matrix of selfish or selfless requests, very 
limited resources and the protagonists’ 
goals on top of that. It will be up to the 


players to decide whether to try and 
tackle all available tasks and missions. 
We’re working hard to make it worth the 
effort, both in terms of in-game rewards 
and satisfaction. 

Interestingly, Romero’s recent film 
Survival of the Dead also culminates 
on an island with zombies running 
rampant. It’s a smaller island compared 
to Dead Island’s large land mass, in a 
more northern climate, and it’s run by 
insane redneck fanatics who herd their 
flesh-hungry relatives like cattle. How- 
ever, that film provides an interesting 
model of an island settlement— where 
people often go to escape mainland 
problems—under zombie siege, and 
with no easy way out. It shows how the 
confines of an island can bring the best 
and worst out of people in a crisis. Was 
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We normally don't 
see zombie games 
take place in such 
bright locales. 
This unique setting 
will be contrasted 
with dark regions 
and tight, dusky 
interiors that will 
dictate varying play 
styles. 


it important for you to present a wide 
range of character types in Dead Island? 
People of different origins, motivations, 
and moral fabric now trapped ona 
remote island, suddenly bound together 
when the sh*t hits the fan? 

Binkowski: Yes, it was very important. 
Storylines revolving around characters 
faced with extreme, challenging situ- 
ations, having to make tough moral or 
personal choices are something we're very 
interested in. There are really powerful and 
surprising moments in Dead Island, many 
of them based on various aspects of the 
human nature and countless potential 
ways for people to react to something like 
a zombie outbreak. 

Is there a third faction, aside from the 
survivors and the zombies? 

Kummer: There is going to be a layered 
storyline. I'm not going to go too deep into 
that, when the zombie outbreak happens 
you re just trying to survive. As you go, 
you're finding out more and more about 
what’s happening on Banoi. There is go- 


ing to be a black market; you can collect 
money on the island, and there are people 
gathering supplies [that will be] extremely 
overpriced. Depending on which character 
you choose, you have different skills. Some 
are good with handguns, some are good 
with knives. Depending on which character 
you play, you'll use the guns you find, but 
the focus is always on melee combat since 
there’s very little ammunition available. 

In your mind, what makes this game 
feel unique, as compared to something 
like Left 4 Dead, Dead Rising, and the 
legions of other zombie games out 
there? 

Kummer: Dead Rising is focused on 
weapon customization, it’s more of a fun- 
ny approach; Left 4 Dead is more about 
the multiplayer and how you cooperate. 

In Dead Island, it’s this clash of good and 
evil on this tropical paradise, and in a re- 
ally realistic setting. We want to keep it as 
real as possible, in combination with the 
emotions and the open-world element. 
This is a unique gaming experience. 


“WE DO LIKE THE IDEA OF PLAYING IN 
CO-OP MODE; PLAYING TOGETHER |S 
ALWAYS REALLY IMPORTANT FOR US.” 


COVER STORY 


Can you elaborate on the sorts of 
interactions we can expect in the four- | 
player cooperative mode? 
Kummer: What we wanted to do was 
create an experience that you need to 
play tactically with each other. One guy 
plays the ram while the other plays the 
assassin, for example; the ram forces all 
the zombies to the ground, and then the 
assassin goes in and finishes off all the 
zombies that are lying defenseless on the 
ground. We do like the idea of playing in 
Co-op mode; playing together is always 
really important for us. 

What are the different character 
classes? 

Kummer: The game will have four char- 
acter [archetypes]: An assassin, a tank, a 
leader, and a jack of all trades. Each [ar- 
chetype] is represented by one character, 
each of whom came to the island for their 
own reasons. 

After the success of the trailer, is 

there suddenly a feeling of very high 
expectations? 

Kummer: The pressure is definitely on. 

In the end we are gamers here, and we 
want to make the best game possible, so 
there’s always a pressure coming from 
ourselves to get the best game out there. 
But of course when you have all that 
feedback and expectation from the trailer, 
it adds to what’s already there. But for us, 
it’s a good kind of pressure. &] 
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by RUS MCLAUGHLIN 


alfway through its development, the 
team at Insomniac Games noticed 
something interesting about their hot 
new PlayStation 2 launch title, Girl 
with a Stick: It didn’t work. “For where we were, 
it was pretty and playable,” recalls Insomniac 
CEO Ted Price, “but we had no truly compelling 
vision for the game. A lot of us were worried.” 

Finally, he called an all-hands meeting. 
Everyone expected a morale-boosting pep talk. 
Price dropped the hammer instead, cancelling 
Girl to focus on an entirely new project...which 
didn’t actually exist yet. Despite the sudden 
uncertainty, “The team was far more relieved 
than nervous,” says Price. The meeting broke, 
and they moved on. 

Nobody sets out to make vaporware, but it 
happens, and nobody’s immune from disaster. In 
fact, sometimes the big-name, high-profile titles 
turn out to be the most susceptible. BioShock, 
Red Dead Redemption, Alan Wake, and Thief: 
The Dark Project all spent time looking into the 
abyss. But where those games pulled out of their 
nose dives, others accelerate straight into the 
ground. 

The reasons vary. It’s easy to single out 
common threads like money and over-ambition, 
where the design runs off the rails, or the game 
just doesn’t gel. Luck certainly plays a part. So 
does the economy. But if you’re looking for a 
single unifying theme, try fear. 

A fear of failure, to be specific. 3D Realms’ 
George Broussard refused to let Duke Nukem 
Forever release as anything less than perfect. 
He coded and re-coded Duke onto at least three 
different engines, added and dropped features 
on a whim, and poured 14 years of his life into 
a game that would never be good enough. It 
only lasted so long because Broussard financed 
everything out of pocket, reportedly to the tune 
of $20-30 million. By comparison, Project 
LMNO—Steven Spielberg’s collaboration with 
Electronic Arts—only survived four years before 
EA realized no game would materialize around all 
its great ideas. 


WWW-egmnow-com 


AGTION 


The good, bad, and ugly reasons why some games never see daylight 


Developers are often slow to can problematic 
projects, even as they dig themselves further into 
a hole. Meanwhile, publishers start thinking of exit 
strategies when the numbers stop making sense. 

Or, as it turns out, when things get too hot. 

“The sole reason why Konami pulled out was 
because of the controversy,” says Atomic Games 
president Peter Tamte. His game, Six Days in 
Fallujah, became way too risky when public 
backlash against the Iraq war shooter escalated. 
Without Konami’s funding, work stopped on Six 
Days, and Atomic suffered layoffs. 

They were lucky. When a major project 
implodes, it can sometimes take out an entire 
studio. The industry prefers to quietly shove 
failed projects in a drawer and never speak 
of them again (especially around investors), 
but that’s tough to do when a few dozen 


up excitement for A-list titles that occasionally 
enjoy an equally public flameout. This is Vegas 
pushed the glitz and sin hard in 2008, but 
developer Surreal Software burned through 
$50 million—enough to deliver a decent-sized 
project, and then some—without actually 
producing a game. That left a minimum 18 
months left to go, manufacturing and marketing 
budgets to consider, and one big question mark 
regarding the game’s ability to make any money. 
Warner Bros. Interactive elected to dissolve 
Surreal and eat that astronomical bill instead. 
Publishers have dropped completed games for 
far less. 

Hei$t, | Am Alive, Faith and a .45, and 
Peter Molyneux’s B.C. couldn’t ride their hype 
to completion, either. They all got a certain 
distance, then people stopped believing in their 


INCREASINGLY, A WATCHFUL 
INTERNET TRACKS GAMES IN 
DEVELOPMENT AND TAKES NOTE 
WHEN TROUBLE STARTS. 


programmers and artists suddenly update their 
online resumes to put credits in the past tense. 
Increasingly, a watchful Internet tracks games 
in development and takes note when trouble 
starts. Work on LMNO ended in 2009, but it 
wasn’t until an ex-team member offered his post- 
mortem on a 2010 podcast that EA confirmed its 
demise. Ubisoft removed Beyond Good & Evil 2 
from their financial reports a while ago, hoping 
nobody would notice, but many somebodies 
did. Fans jumped all over Blizzard when a 
presentation omitted StarCraft: Ghost from a 
list of its cancelled titles, even though nobody’s 
actively worked on it for at least five years. 
Publishers and studios even make it easy, 
releasing splashy announcement trailers to build 


ability to succeed. 

If it’s any consolation, we’re not exactly 
hurting for good games. But it’s tough not to 
speculate how many absent titles might’ve 
gotten their shot—and how many studios 
might have survived—if more people followed 
Insomniac’s example. A controlled crash gave 
the Insomniacs a chance to rebound, which 
they did, kicking off the durable Ratchet & Clank 
franchise. 

“Overall, the experience was incredibly 
valuable for us,” says Price, who preemptively 
approached Sony and won their support first. 
Now he credits Girl with a Stick’s cancellation for 
giving him the courage to admit failure...and to 
act. “We finally developed the will to kill.” 
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PUBLISHER: Bait-and-switch stories 
SIERRA abound, but this one 
ON-LINE occupies a special place 
DEVELOPER: in the bitter hearts of 
VALVE, gamers...just below the 
GEARBOX whole “Halo will release 
SOFTWARE simultaneously on PC and 
PLATFORM: Mac” thing. 

DREAMCAST Many considered Ha/f- 
RELEASE DATE: Life on Sega’s Dreamcast 
NEVER console a done deal. 
CAUSE OF Publisher Sierra On- 
DEATH: Line had hired Gearbox 
RADIOACTIVE Software to port the 
DECAY celebrated PC giant over 


to its new, slightly cramped 
16MB home. A demo shown at the European 
Computer Trade Show and preview copies sent to 
journalists proved they’d somehow nailed it. Even 
bumping a scheduled late-2000 release to June 
2001 didn’t worry anyone. 

Then Sega gave up on the struggling 
Dreamcast in January 2001. Its already meager 
third-party support evaporated. Mere weeks 
before Gearbox’s finished game shipped, Sierra 
On-Line announced its cancellation due to 
“changing market conditions.” 

Some still think Half-Life could’ve reversed 
the Dreamcast’s fortunes. That’s why Valve’s 
seminal shooter on Sega’s last console remains a 
tantalizing “What if?” nearly a decade later. 


David Jaffe has two 


PUBLISHER: incompletes on his record, 
SONY both coming off major 
DEVELOPER: wins. Dark Guns collapsed 
INCOGNITO following Twisted Metal, 
ENTERTAINMENT and after God of War. 
PLATFORMS: Jaffe wanted to detox with 
PSP a smaller, more personal 
RELEASE DATE: project called Heartland. 
YOU WISH A first-person shooter 
CAUSE OF set against a Chinese 
DEATH: invasion of the Midwest, 
POACHING 


Heartland \et Jaffe shred 
Bush-era ideology while trying to provoke 
emotional reactions from players. You could 
commit, prevent, or bear witness to atrocities, 
or go AWOL to find family caught behind enemy 
lines. To help twist that knife—and to make 
life simpler— Jaffe outsourced Heartland to his 
Twisted Metal: Black collaborators at Incognito 
Entertainment. 

But Incognito’s heart just wasn’t in Heartland. 
Team members constantly defected to their 
internal project, Warhawk, until only a skeleton 
crew remained. After eight months, Jaffe himself 
put Heartland on ice. No hard feelings, though... 
much of Incognito’s staff now works for Jaffe at 
Eat Sleep Play. 


The end came not with 


PUBLISHER: 

ACTIVISION a bang, but with a single 
BLIZZARD line in a financial report. 
DEVELOPER: “The company also will 
UNITED FRONT stop development on True 
GAMES Crime: Hong Kong.” It 
PLATFORMS: didn't even get top billing 
XBOX 360, on Activision’s hit list. That 
PLAYSTATION went to Guitar Hero. 

3. PC As a recent casualty, 
RELEASEDATE: “© won't get the whole 
DON’T HOLD story until the leaked 
YOUR BREATH videos and anonymous 
CAUSE OF interviews with ex- 
DEATH: employees spill out. What 
GANG-STYLE we know is, United Front 
EXECUTION left ModNation Racers 


behind, staffed up with 
Saint’s Row and Need for Speed vets, and 
nearly delivered a sprawling John Woo action 
flick. Their E3 demo showed off a smooth 
melee system complete with counters and 
face-shredding environmental kills. Missions 


FEATURE 


included sub-objectives to satisfy both cop and 
Criminal masters. The environments looked dark, 
beautiful, and dangerous. But eight months later, 
Activision claimed it just wasn’t good enough. 
The same day, they confirmed five studios 
were now dedicated to the Cal/ of Duty franchise. 


Steven Spielberg wanted 


PUBLISHER: . 

ELECTRONIC to make videogames. 
ARTS Electronic jane wanted his 
DEVELOPER: name on their marquee. 
ELECTRONIC They dees a multi-game 
ARTS na hired legendary 
PLATFORMS: designer Doug Church, 
XBOX 360. and tackled perhaps the 
PLAYSTATION most ambitious game ever 
3 PC conceived. And it would 
RELEASE only be three, four hours 
DATE: IN YOUR ore APS. 

DREAMS Ostensibly a first- 
CAUSE OF person parkour game with 
DEATH: ‘epeeliaalblenien EM, 
STANDING Project LMNO’s real draw 
STILL was Eve, your silent, 


hyper-evolved companion 
from the distant future. Her emergent A.I. 
communicated entirely through body language, 
and her behavior changed based on how you 
conducted yourself. A video of protagonist Lincoln 
interacting with Eve in a diner—before shadowy 
government agents crashed in—hinted at some 
intriguing possibilities. 

Unfortunately, after four years, two rounds of 
layoffs, and a switch to third person, not a single 
completed level existed. Six months later, EA’s 
increasing online focus effectively nailed LMNO’s 
coffin shut. 


Interestingly, nobody’s mentioned that 
Spielberg still owes EA another game. 
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Take Mortal Kombat, move 


PUBLISHER: 

VIRGIN it to a 3D plane, then 
INTERACTIVE bump it up to four players. 
DEVELOPER: Sound good? Most people 
PARADOX didn’t think it possible on 
DEVELOPMENT the original PlayStation’s 
PLATFORMS: hardware, but Paradox 
PLAYSTATION Development pulled it off 
RELEASE in 1998 with Thrill Kill. |t 


DATE: SECOND 


lacked Kombat’s innate 
charm, but technology- 


Most projects fail over 


PUBLISHER: 

KONAMI/TBD money, internal politics, 
DEVELOPER: or performance issues. 
ATOMIC GAMES Atomic Games’ true- 
PLATFORMS: story Iraq War shooter 
XBOX 360, carries the distinction 


PLAYSTATION 3, 


of collapsing under the 
weight of public outcry. 


PC, MAC 

RELEASE lt started with Atomic’s 
DATE: GOOD work on training tools 
QUESTION for the Marine Corps, 
CAUSE OF cut short when their 
DEATH: HURT advisors deployed for 
PEOPLES’ lraq. When those soldiers 
FEELINGS returned, their stories 


about the Second Battle of 


TUESDAY OF 

NEXT WEEK wise, nobody else came 
CAUSE OF close. 

DEATH: TOO The problem? Paradox 
THRILLING simultaneously upped 


the sex and violence 

over Midway’s already-bloody fighter, and then 
fielded a cast of fetishistic sickos. The other 
problem? Electronic Arts bought Virgin Interactive 
and sat on the game instead of releasing it. As 
EA spokeswoman Patricia Becker put it at the 
time, Thrill Kill “did not meet our standards for 
appropriate content.” 

Like others on this list, bootlegs found their 
way to the internet (with help from former 
team members). It’s not especially gory or racy 
compared to modern games—say, EA’s Dead 
Space, Dante's Inferno, or Bulletstorm —but that’s 
the ’90s for you. 
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Fallujan—the bloodiest U.S. military engagement 
since Vietnham— inspired something different. 
Atomic interviewed dozens of soldiers and directly 
translated their experiences into a hyper-intense 
re-creation so harrowing, it bordered on horror. 
That was the point. 

Critics immediately labeled it disrespectful 
and exploitative. Eventually, publisher Konami 
withdrew. Nobody else dared to step in. Still, of all 
the games on this list, only Six Days has a shot at 
resurrection. “We’re working very hard to arrange 
financing that would allow us to finish the game,” 
says Atomic President Peter Tamte. 


PUBLISHER: Gamers fall into two 

SEGA categories...those who'd 
DEVELOPER: cheerfully kill or die to get 
SEGA closure on Yu Suzuki’s epic 
PLATFORMS: tale of kung-fu revenge, 
XBOX 360, 720, and people who taunt that 
1440...? first group mercilessly, 
RELEASE DATE: because it’s never going to 
FORGET IT, KID happen. Ever. 

CAUSE OF That doesn’t stop 
DEATH: TOO revival rumors from 

MUCH, TOO appearing and vanishing 
LITTLE, TOO like smoke on a monthly 


Fs basis. Suzuki insists it’ll 
happen, and may already 

have the initial novelization finished (as he did 
for the earlier games), but two major roadblocks 
stand in his way. First, the previous Shenmues 
ate up ludicrously high budgets to accommodate 
an enormous game world, and Suzuki intends 
to keep those traditions intact. Second, despite 
overwhelming critical love, they just didn’t sell 
very well. 

But the ultimate fate of Shenmue 3 may rest on 
the success of Shenmue City, a Mafia Wars-like, 
Japan-only social game spearheaded by Suzuki. 
Put another way, it’s time to let go and finally start 
the healing process. 


Welcome to our first victim 


PUBLISHER: 
LUCASARTS/ of the recession. Free 
ACTIVISION Radical ves Tsiied 
BLIZZARD by ex-Rare employees with 
DEVELOPER: GoldenEye 007, Perfect 
See Rp «SS Te oe 
DESIGN their resumes—won the gig 
PLATFORMS: to develop the next-gen 
XBOX 360, seaecslloaba while finishing 
PLAYSTATION their in-house project, 

3, PC Haze. Unfortunately, Haze 
RELEASEDATE:  “*"*° 

FROZEN IN Dismal reviews 
CARBONITE naaoninin en and shook 
CAUSE OF confidence in already- 
DEATH: A uncertain times. ROGESAnS 
DISTURBING yanked the Battlefront 


LACK OF FAITH rights away a few Onis 
later, leaving two years 
work dead in the water 

and Free Radical on the edge of bankruptcy. 

Spokespeople called the game a disaster, but 

a leaked trailer soon proved otherwise. One 

especially impressive sequence started on the 

ground and ended with the player docking their 

fighter in an orbiting Star Destroyer...all without 

load screens or cut-scene transitions. 
Battlefront Ill may have died, but Free Radical 

Survives as Crytek UK. Their work on Crysis 2’s 

multiplayer even prompted Crytek CEO Cevat 

Yerli to hint their next assignment might be 

another killed project: TimeSplitters 4. 


Blame this one on Titus 


PUBLISHER: 

INTERPLAY/ ntereetive. The company 
TITUS behind pUERONaD 64 
INTERACTIVE swooped in and ini over 
DEVELOPER: wien eben ilk the 
BLACK ISLE financial skids in 2001. 
STUDIOS Among the assets: RPG 
PLATFORMS: specialists and Fallout | 
PC creators Black Isle Studios. 
RELEASE DATE: At the BHiE they vale 
NOPE busy tackling omnia 
CAUSE OF Gate III, Interplay’s money 
DEATH: TITUS franchise, wah enthusiasm 
INTERACTIVE to spare. Titus canceled it. 


The Black Isle team 
rapidly pivoted to a new project codenamed Van 
Buren —a.k.a. Fallout 3—and started kicking 
ass. The story involved an escaped prisoner, 

a battle for the Hoover Dam, and a second 
nuclear holocaust. Unfortunately, Titus’ shaky 
administration couldn't be ignored. Everyone 
gradually abandoned ship until, predictably, 
management shut the studio down. Titus 
collapsed in 2004, and Interplay now only exists 
On paper, mounting a sad legal fight against 
Bethesda Softworks over Fallout MMO rights. 
Meanwhile, the Black Isle gang formed 
Obsidian Entertainment and released Fallout: New 


Vegas last year. 
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You could fill an entire list 


dnerenng with Nintendo games that 
viene died in development — 
anialcil Chrono Break, Metroid 
NINTENDO/ | . 
ARGONAUT Dread, and Mario 128 
PLATFORM: spring to mind—but Star 
SNES Fox 2 hurts the most. 
RELEASE DATE: We're eel about the 
fully completed follow- 
races up to a groundbreaking 
or title that built on its 
DEATH: REALLY 
BAD TIMING predecessor in terms of 


technology, graphics, and 

gameplay. Nevertheless, 
Shigeru Miyamoto himself put the brakes on 
its release. He wanted any new Star Fox titles 
supporting the impending Nintendo 64 console, 
not the soon-to-be-abandoned SNES. Then 
delays pushed the N64 out another 18 months. 
Instead of just shipping the game, Nintendo 
shelved it permanently and moved on. 

Others in the series mined elements from Star 
Fox 2 (including its replacement, Star Fox 64), but 
Nintendo’s shown zero interest in revisiting this 
lost classic, though that’s exactly what the Virtual 
Console’s for. Right, Nintendo? Please? 
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EGM’S GUIDE TO 
GAMING SCHOOLS 


‘ve all seen those commercials from the early 00s with the 


by DAVID WOLINSKY 


hopefuls and revolutionaries in mind. There has never been a greater variety 
of games so readily available, and with that is the increasing number of 
game-design studio, informing their co-workers that level reasons why and how people want to be involved with the industry. But of 
three’s graphics need “tightening up,” whatever that means. these growing schools, which one is right for you? We put a spotlight on five 
Times have changed: Recent years have seen a substantial rise in legitimacy schools across the country that shouldn’t be overlooked, with a variety of 

of college- and graduate-level programs with tomorrow’s game-industry 


pair of dude-bros clutching joysticks in what’s apparently a 


students, career aspirations, and financial considerations in mind. 


University of Southern California 
Lacie 


You are: A go-getter who wants to be molded into a creative leader: 
somebody who can attack the big picture, develop interesting IPs, 
and develop the skills to articulate the ideas behind them. 

Names and games to have come out of the program: Trippy PSN 
life-sim flow, XBLA/PC puzzler The Misadventures of PB. Winter- 
bottom, and DS side-scroller Reflection are all commercial games 
that started as student projects. USC’s blog also hosts many of 

its intermediate-student’s games, which are freely available to the 
public. Some of the more advanced games aren’t, because as we 
mentioned earlier, a lot of their more advanced stuff goes on to store 
shelves—and the its creators can’t just give that stuff away. 
Notable faculty, adjunct professors, classes, and/or guest 
speakers: Both Sony’s John Hight and THQ’s Danny Bilson have 
taught here in the last year. Speaking of last year, in 2010 John 
Romero lectured on how specific classic games have influenced 
today’s greatest games and how those, in turn, are likely to ripple 
out in the future. If that isn’t a big enough name already, consider 
this: The program is part of the cinema school, which means 
students can take motion-capture classes with Robert Zemeckis. 
Program age and size: Undergrad level: 2004, 60. Graduate level: 
2002, 45 students. 

Internship/job-placement programs: Grad students are required 
to do at least one internship, though it’s suggested undergrads 

do the same. Though the school has great standing recruitment 
relationships with places like EA and Microsoft, associate profes- 
sor Tracy Fullerton says she strongly urges students to go after 
companies they don’t want to work at to get a greater breadth of 
experience and a different perspective on their career. 

Located: Los Angeles, California. 


Tuition: $27,000. | 


Teacher Wields Minecraft For Learning 
EES CSTE EE ESTOS AEN SEPT GRU ETS OO eT ET SO DESAI CEN OP cam aOR ETS 


Considering Minecraft is all about experi- 


mentation and building, it’s fitting that a NYC 
computer teacher has turned the game into an solve puzzles. 
educational tool. Earlier this year, Joel Levin 
set out to teach an entire unit to his first and 


within the game world, lessons have children 
working together to accomplish tasks and 


Massachusetts Institute of Technology 


You are: Rock-solid as a coder but want to dabble in design while also 
learning how to better articulate game ideas, be more experimental 
with them, and also use them for “serious games.” In other words, you 
want to help realize other people’s ideas. Bonus points if you’ve also 
got animation and arts chops to back up your programming skillz: Stu- 
dents with art and animation backgrounds are a rarity here, meaning 
they'll get far more credits on helping other students make games. 
Names and games to have come out of the program: The program 
doesn’t have a budget for major games, but you’ve likely heard of its 
Singapore-MIT GAMBIT Game Lab, where, during the summer, 40 
Singaporean students come over and work with other students on 
games. People like Fire Hose Games (Slam Bolt Scrappers) founder 
Eitan Glinert have participated in the program. 

Notable faculty, adjunct professors, classes, and/or guest 
speakers: Visiting associate professor Mia Consalvo last year taught 
Ethics in Cheating in Games, analyzing both the temptations of FAQs 
and the morals that come into play when games like Mass Effect, 
Fable, or Dragon Age \et you make good or evil choices. Far Cry 2 lead 
designer Clint Hocking and gaming zine Kill Screen co-founders Jamin 
Brophy-Warren and Chris Dahlen have each given talks here recently. 
In line with the comparative-media focus, there are also amusing 
lectures like a history lesson on how the portrayal of ninjas in games 
has evolved. 

Program age and size: 1982, roughly 100 in the game-specific 
courses. 

Internship/job-placement programs: Zynga has been very interested 
in students from here, a no-brainer given the company is looking to 
launch a Boston office. 

Located: Cambridge, Massachusetts. 


Tuition: $37,782 


in the halls to tell me what they plan to do next 
class.” The initial experiment was such a rous- 
ing success that Levin is expanding the project 


“In my eight years of teaching | have never to include more students. Learn more about 
seen students so excited and engaged,” writes “The Minecraft Teacher” at www.minecraft- 
second grade students using Minecraft. Played — Levin on his project blog. “They run up to me 


teacher.tumbir.com 
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Full Sail University 


You are: A sponge when it comes to learning about the games 
industry. Full Sail may not be a household name, but its gorgeous 
Campus — gorgeous even for Florida—and wide expanse of classes 
boast programs in game development, game art, and game design. 
The undergrad game development degree is particularly impressive, 
with courses that break down each milestone of a game’s development 
cycle. You'll learn how games go from concept to shelves. For even 
more hands-on experience, the game-design master’s program looks 
forward to the future and specializes in next-generation innovation. If 
you thought stuff like inFamous 2’s inclusion of user-generated quests 
was novel, this would be a good place for you. 

Names and games to have come out the program: Almost enough 
to fill an entire phonebook. Impressively, Full Sail students have worked 
on titles including Diablo 3, The Beatles Rock Band, Epic Mickey, Doom 
4, the Twisted Metal remake, and also Red Faction: Armageddon. That 
list reads like an average gamer’s Amazon.com wishlist. 

Notable faculty, adjunct professors, classes, and/or guest 
speakers: Folks representing Blizzard, Microsoft Kinect, and id 
Software, just to name a few. Also, people from Volition, Inc.—the 
company that makes those hilarious Saints Row titles—have spoken 
here. 

Program age and size: Full Sail’s first gaming program, the game 
development BS started in 2004. The game art BS and game-design 
masters programs started in 2008. There are currently just over 1900 
students enrolled in the university's various programs. 
internship/job-placement programs: Full Sail’s alumni services lets 
graduates networkor even come back to audit courses that would have 
applied to their degree if they were pursuing it today. Impressively, that 
lets everyone from students to industry professionals stay plugged into 
the latest technological achievements. 

Located: Winter Park, Florida 

Tuition: Depending on the program, tuition costs range from $439 to 
$633 per credit hour. 


DePaul University 
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University of Utah 


You are: Either an incoming freshman who wants to learn and 
experience what it’s like working on a sizable game-development 
team or who already has a bachelor’s in an unrelated field and wants 
to either build a game portfolio or expand their skill set. Above 

all else, you want to rack up formidable credits for your resume: 
Undergrads’ senior project is working on an XBL Indie Game available 
to the public, and those after their master’s will become proficient 
with the Unreal Engine. 

Names and games to have come out the program: XBLIG 
platformer Urban Space Squirrels and combat-racer Rapunzel’s Fight 
Knight, “serious game” Blubber Blaster for Michelle Obama’s “Apps 
For Healthy Kids.” 
Notable faculty, 
adjunct professors, 
classes, and/or guest 
speakers: Last year, 
EA art director Marty 
Clayton taught a class 
to both undergrads | 
and grad students. 
The latter class was 
particularly popular, 
helping students who 
want to be game 
producers better 
understand game 
artists and how 

they communicate 
within teams. (This focus on communication is at the core of the 
program’s cross-disciplinary nature, with artists and engineers being 
consistently encouraged to collaborate on projects.) This coming 
year, the university hopes to land David Jaffe as a guest speaker—as 
patrons of his blog, we’re sure he’ll have no problem coming up with 
something to lecture about. There’s also an emphasis on getting 
younger game developers in, too, to better paint a picture of what 
undergrads’ first few years out of school and the jobs they'll get will 
be like. 

Program age and size: Undergrad level: 2007, 150 students. 
Graduate level: 2010, 21 students. 

Internship/job-placement programs: Companies as varied as 
Electronic Arts, Zynga, and Disney all actively recruit from here. 
Located: Salt Lake City, Utah. 

Tuition: For undergrad: $5,200 (in-state)/$16,600 (out-of-state). 

For grad school: Game arts or production: $31,071/$63,641; game 
engineering: $28,574/$54,695. 


You are: Not afraid of brutally cold winters or embracing the Midwest- 
ern work ethic. Prepare to make a great variety of games and indulge 
your experimental or untapped sides: In addition to designing predict- 
able fodder like FPSes or RTSes, students are also expected to make 
board games and assimilate to the extracurricular culture of game- 
design competitions thrown by student organizations like Defrag. You 
should definitely be passionate about PC gaming, and especially the 
indie scene. 

Names and games to have come out of the program: Octodad was a 
smash hit at the Independent Games Festival’s Student Showcase, and 
also earned plenty of real-world press attention. 


Notable faculty, adjunct professors, classes, and/or guest speakers: 


Much of the student talent is nurtured thanks to the computer-game 
development program’s designer-in-residence program, which has 


attracted Robotron’s Eugene Jarvis. (The current DIR is Alexander Sero- 
pian, one of the minds behind Halo and currently VP of game develop- 
ment at Disney Interactive Studios...so listen up when he gives feedback 
on student projects.) That sense of history is also driven home thanks to 
Computer Gaming World's former editorial director Johnny Wilson, who 
teaches a history of the industry from a primary-source perspective — 
because he was covering it as it happened originally. 

Program age and size: Undergrad: 2005, 310. Grad school: 2008, 36. 
Internship/job-placement programs: Being in Chicago, Ed Boon’s 
NetherRealm Studios, High Voltage, and many other local studios both 
large and small actively recruit from here. DePaul has also placed stu- 
dents out in California’s sunnier climes and companies. 

Located: Chicago, Illinois. 

Tuition: $30,000 in-state/out-of-state. 
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_ EA is priming the cork 
- for a year of virtual 
champagne football 


BY STERLING McGARVEY 
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en developers talk about the new versions of their The overhauls can be seen in a trinity of 
icant : f r major gameplay elements, a big tweak 

games, they talk of adding features, polished to last yeur"s Fiarsonelity+ mode, antian 

updates, and promises to fix what might've been aesthetic retooling. Regarding the trin- 


broken in years prior. But this is not a year for iteration for FIFA —_—* 28Sociate producer Aaron McHardy 
a : ee : : breaks down those gameplay elements 
12. Rather than tell you what we're polishing, we're coming out as only a Gooner could: with plenty of 
a bit more aggressive on revolution than evolution,” lead produc- ‘eal life examples of England's Arsenal 
as ff a fi ee at work. The first element on display is 
er David Rutter declares as he prepares to show off a first look at Precision Dribbling. He shows a real-life 
the game at EA Canada’s offices in Vancouver. Instead, this is a video clip of defender Bacary Sagna 
year for a whole new engine. And while the game isn’t at a stage SS re 
5 ee ing the action to a crawl and, 
where Rutter and his team are ready to let anyone outside their 
circle play it, he assures me that what I’m going to see is the first 


w soft touches, circumventing 
2 then shows gameplay footage 
. ; Maen of players working the ball through open 
major overhaul in the franchise in several years. | 2. aachow, as they get closer io 
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defenders, they pull the ball in closer. 
Expect to see ball shielding as a fully- 
formed gameplay element as well. 

The next element is Tactical Defend- 
ing. Both McHardy and Rutter refer to 
the defending in past FIFA games as 
“heat-seeking missiles,” and anyone 
who’s spent ample time on the virtual 
pitch Knows what they mean. FIFA 12 
jettisons the system of “hit a button to sic 
your defender on an attacker” in favor of 
a more nuanced system that combines 
pressing with jockeying. Now you have 
full directional choice over how close or 
how far to close down your target, and 
either how to get up close or to choke off 
his support lines. 

The final feature of the trinity is argu- 
ably the glue holding all of the content 
together: the FIFA Impact Engine. Usually, 
the chatter concerning a new physics 
system focuses on how the ball floats. 
But the Impact Engine lasers in on how 
the players collide. Because the new en- 
gine allows for more split-second impact 
animations, there are more dynamic mo- 
ments that can occur when players run 
into one another. When your defender’s 


This exclusive 
behind-the-scenes 
test-bed screen 
shows the wider 
range that star 
players like 
Fabregas have for 
accurate passing. 


Knee hits an attacker’s knee, for instance, 
the game registers the impact of the 
move. It understands anatomy and joint 
torque, so a series of nasty knocks will 
wear down on your player’s legs and, in 
career mode, you’ll risk an injury. Players 
can do a full flip if they’re tackled with 
enough impact, or might pull a groin 
muscle if they’re fatigued and reached 
their leg out a little too far to keep ball 
possession. 

Gameplay producer Santiago Jaramillo 
is not an Arsenal fan—hence his choice 
to use 6’7” tall Tottenham Hotspurs strik- 
er Peter Crouch to illustrate the improve- 
ments to Personality+, now reborn as 
Pro Player Intelligence. FIFA 11 gave you 
star players to heighten your experience, 
but this new feature rewires the Al to play 
around their strengths. The clearest real- 
life example Jaramillo provides is a clip of 
Tottenham’s first 15 minutes of offensive 
onslaught against AC Milan during their 
recent Champions League faceoff. The 
entire strategy surrounded one thing: 
Cross the ball into Milan’s box for Crouch 
to head in. The prior game didn’t have Al 
geared to notice player height or other 
exploitable attributes. Now they'll take 
advantage and reconfigure their off-the- 
ball tactics around your superstars. 


Jaramillo next shows how the new 
programming can replicate real-life 
magic. In this case, he readies a clip of 
how Fabregas’ vision led to the goal that 
gave Arsenal the 2-1 win at Emirates 
against Barcelona back in March. In real 
life, the skipper performed a no-look 
pass to reach Arshavin, who’d started a 
run down the wings that led to the game 
winner. Jaramillo shows how FIFA 12 can 
recreate the same level of player percep- 
tion using test bed footage—which is like 
the anamatic or blue screen footage from 
an animated movie—that demonstrates a 
field of vision that evokes Madden’s old 
vision cones, but with a depth so wide 
it resembles a half-circle. With that, he 
can reach Arshavin. Jaramillo then shows 
a midfielder with less vision doing the 
same, and the pass is intercepted by a 
defender. 

Art director Mike Day closes out 
the demo with a glimpse at FIFA 12’s 
new presentation. EA listened to fan 
feedback that its prior menu navigation 
nad grown a bit stale. You'll still pick 
your favorite player for the arena, but as 
you flip through your options—which are 
presented horizontally a la the PlaySta- 
tion XMB—you’ll see them performing 
pre-rendered moves, from dribbles to 
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tackles to shots on goal. Expect TV 
broadcast-like overhauls to both the kit 
selection screens and pre-match cut- 
scenes, as well as the camera angle for 
kick-off, which will heighten the physical 
differences between players even more. 

They’ve also finetuned their facial 
scanning technology, which Day de- 
scribes as “EA Game Face on steroids.” 
It now allows the team to travel with it 
and set up photo shoots at various clubs 
around the world. When the tech debuted 
in FIFA 11, Day and company captured 
13/7 superstar players; they’re aiming for 
over 200 in FIFA 12. 

From the demonstration of new 
features to the real-life moments that 
help exemplify them, it’s evident that, 
rather than coast on their lead and give 
their rival another year to gain ground, 
the team working on FIFA 12 has really 
taken the offensive this year, with a whole 
new engine. It’s not unlike the (admittedly 
oversimplified) “best defense is a good 
offense” tactics of Barcelona. Sports fans 
worldwide can see how far that ethos 
took the Blaugrana. 
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TURN ON A DIME, OR A SCHILLING 
According to associate producer Aaron 
McHardy, a scenario like this allows Arsenal’s 
Jack Wilshere to use Precision Dribbling to 
make a tighter, more controlled tap of the ball 


past John Terry, without clumsily tapping it out 
into space. 


+com: 


THE REF NEEDS TO KEEP CONTROL OF THE MATCH! 
Players like Didier Drogba have exhibited life-like physical 
strength and intimidation in past games, but with FIFA 
Impact Engine, he’ll be able to help slow Wilshere down 
without fouling him or even muscle him off the ball. 


EVEN MORE LIKE SATURDAY AFTERNOON 
Art director Mike Day points out that FIFA 12 
has toned down the high color saturations of 
past games to render them more realistically. 
Also, players’ hairstyles are more numerous 
and distinguishable to make them easier to 
recognize from distance. 


BRAINS AND BRAWN ON BOTH SIDES 
| Pro Player Intelligence, Al teammates make 
ns into space, either to beat other 
efenders to get open for a pass, or to pull them 
the teammate with ball possession. 
feanwhile, the new Tactical Defense feature 
ws top such defenders as John Terry to 
e in on Wilshere for a tackle or give 
him space while cutting off his support lines 
getting in the way of his passing options. 
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Now fie is what it’s like when worlds collide 


PUBLISHER 
CAPCOM 
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CAPCOM 
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XBOX 360, 
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RELEASE DATE 
EARLY 2012 


by PAUL SEMEL istory is rife with rivalries that escalated to the point 


of being epic: The Hatfields vs. The McCoys, Ali vs. 


Frazier, King Kong vs. Godzilla... But not since Marvel 


vs. Capcom 3: Fate of Two Worlds has there been as grand a 


match-up as that forthcoming in Street Fighter X Tekken. Okay, 
so the idea of a fighting game that lets you pit characters 
from two different games against each other may not be the 
most unusual idea, especially since some of the character al- 
ready appeared together in 2005's action-tactical RPG Namco 
X Capcom, and Namco Is already prepping a reverse sequel 

of sorts called Tekken X Street Fighter. But if what Capcom 
showed of SFXT at a recent hands-on event at the Gansevoort 
Hotel in Miami Beach, Florida is any Indication, this cross- 
corporation brawler may be the most epic battle of 2012. 


Besides revealing new informa- 
tion about Street Fighter X Tekken, 
Capcom also announced—or rather, 
confirmed, thanks to a footage leak 
on youtube.com —that they’ll be 
bringing Street Fighter IV Arcade 
Edition to consoles as well. Available 
June 7 on PS3 and 360 as $15 DLC 
for Super Street Fighter IV, or a few 
weeks later in a stand-alone version 
for both consoles as well as PCs 
(which did not get SSF4 previously), 
this home version of the Japanese 
coin-op game adds new characters 
(Yun, Yang, Oni, and Evil Ryu) and 
costumes, but will still let you fight 
online against SSF4 owners who 
haven’t upgraded. 


If you didn’t know better, you’d think 
SFXT is just Super Street Fighter IV with 
some Tekken characters crashing the 
party. But while it does have the former’s 
painted look and 2D plane of battle, 
producer Yoshinori Ono says the fighting 
mechanics are actually a hybrid of the 
two brawlers. “The two games have very 
different styles,” he explains, speaking 
through a translator. “Street Fighter has 
always had a slower pace, it’s always 
been more deliberate, while Tekken is 
more aggressive. So we’re trying to 
merge the two together into something 
completely new.” The button layouts are 
also a mixture, Ono notes, with all of the 


aa 


characters utilizing the six-button controls 


of Street Fighter, but the Tekken warriors 


employing their usual four-button combos 


as well. 

Taking a cue from the non-cannonical 
Tekken spinoff Tekken Tag Tournament 
and the semi-SF-related Marvel vs. Cap- 


com series, SFXT’s fights are two-person 


tag team-ups. As in TTT, the match will 


end if either character dies, and swapping 


characters doesn’t restore the health of 
the one you’ve benched like it does in 
MvC. Although Ono did note that while 
there are some story-related twosomes, 
“there are no distinct gameplay advan- 
tages to any pairing. Yeah, if you put Ryu 
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Depending on who 
you are, seeing Evil 
Ryu added to SSFIV 
will either make 
you burn with de- 
sire or have a burn- 
ing desire to punch 
your television. 


and Ken together, you don’t get a 50% 
power boost or some special move. We 
want players to be able to set up any 
partnership they so choose.” 

Ono also revealed that among the 
characters you’ll be able to partner up 
are Guile, Ken, and Abel from the Street 
Fighter series and King, Bob, and Craig 
Marduk from Tekken, who join such previ- 
ously announced combatants as Street 
Fighter staples Ryu and Chun-Li and Tek- 
ken stalwarts Nina and Kazuya. Ono was 
quick to add that this was just the tip of 
the iceberg. “There are a lot of characters 
in this game,” he says. “There’s much 
more to come.” & 
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by RUS MCLAUGHLIN 


n last year's Spider-Man: Shattered Dimensions, four friendly 
neighborhood wall-crawlers from four different dimensions 
worked together to save all of reality. But while his ngxt 


adventure reunites the Amazing Spider-Man version with his 
future counterpart, Miguel Spider-Man 2099” O'Hara, Beenox 
creative director Gerard Lehiany quickly points out that the 
upcoming Spider-Man: Edge of Time isn't a Dimensions sequel. 
It's just the latest—and possibly last—adventure for the ~ = 


a 


“An evil scientist from 2099 goes back in 
time to rewrite history,” explains Lehiany, 
“Spider-Man 2099 was chasing him, gets 
stuck in that vortex, and actually sees 

the Amazing Spider-Man die.” Unable to 
travel to the past himself, Miguel devises 
a way to contact original-flavor Spidey via 
psychic link. But seeing as Peter Parker’s 
living the sweet life in the altered timeline 
his killer created, he’s not so inclined to 
follow orders when Miguel suddenly starts 
issuing telepathic warnings. 

“They really don’t get along,” says 
veteran Spider-Man writer (and Spider- 
Man 2099 co-creator) Peter David, who 
fleshed out Beenox’s original concept and 
wrote Edge’s script. “They have different 
priorities and different ways of handling 
situations.” 

Consider combat preferences. Petey’s 


Www-egmnow-com 


superhero also known'ag Peter Parker. 


still the mid-range acrobat while Miguel 
likes to get up close and personal. But 
streamlining from Dimensions’ four Spider- 
Men down to Edge’s two—and dropping 
the first-person sequences altogether — 
made room for new, upgradable special 
abilities. Amazing gets a Shinobi-like 
evade that lets him dodge projectiles and 
dance around opponents, and Lehiany 
notes that he can combine this with 
combat moves later on. Meanwhile, 2099 
picks up a Halo: Reach-ish holographic 
decoy that’s perfect for entertaining hom- 
ing missiles. 

Despite those tactical differences, both 
Spideys control exactly the same. This 
is important, because you’ll constantly 
switch between the two: not just from 
level to level, but mid-level as well. 
Repeatedly. “You'll play each character 
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Both Amazing 
Spider-Man and 
Spider-Man 2099 
will have an array 
of new powers and 
familiar abilities. 


about 50% of the time,” notes Activision 
associate producer Kevin Umbricht. 

It all feeds into what Lehiany calls 
“cause-and-effect gameplay.” The 
Spideys exist in different decades, but 
both websling through the same location: 
Alchemax’s massive New York Headquar- 
ters. This opens up possibilities for some 
good ol’ temporal hijinks. “While playing 
as Amazing Spider-Man, the player 
interacts with things that affect the 2099 
timeline,” says Lehiany. “When the player 
is Spider-Man 2099, you’ve got to react, 
because things are going to change fast.” 
Picture-in-picture images track what’s 
going on with your significant other in 
their era. 

For example, an early sequence fea- 
tures Spidey 2099 taking a savage beating 
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from a giant security robot in the future, 
until player-controlled Amazing Spider- 
Man finds that same unfinished, deacti- 
vated prototype in present-day Alchemax 
and rips it apart. Voila...one huge robot in 
2099 turns into a squad of smaller, more 
manageable enemies. Control then flips 
over to Miguel so he can bust them up. 

That said, Beenox isn’t completely 
rewriting its spider playbook. Those thrill- 
ing 2099 high-altitude jumps return, only 
faster. Half of Dimensions’ voice cast has 
also signed up for more, though the roles 
are juggled around a bit: Josh Keaton has 
switched from Ultimate Spidey to Amaz- 
ing, while Christopher Daniel Barnes, 
Dimensions’ Noir Spidey, voices 2099. 
The identity of the main villain, however, is 
under wraps for now. “You'll see not only 
classic characters, but some that haven't 
appeared in games before,” Umbricht 
says. “You may see new characters from 
Peter David, cameos, nods to the fans, 
references throughout...we’re giving it the 
full Spidey treatment.” 

All of which probably has continuity 
purists frothing over potential paradoxes 
and discrepancies only true devotees 
would notice. But for them, Peter David 
has a simple message. “Don’t worry,” he 
says. “We know. We’ve got it covered.” 
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| IfI had a hammer, I'd hammer (and shoot) enemies from the 
| third-person perspective in the mornin’ 


- 
7 , 
we Y es 
(ie 
* * j 
* 

, . 

a ; a 


wwwWw-eegmnow-com 


ven when their games are loving 

homages to other games, most 

developers are loath to mention 

those earlier titles, as if doing so 
would somehow diminish the new game’s 
appeal. But at a recent event in Vancou- 
ver, when Relic’s Raphael van Lierop 
spoke to journalists about Warhammer 
40,000: Space Marine, on which he’s the 
lead producer, he didn’t shy away from 
the obvious comparison. “It’s not Gears of 
Warhammer,” he declared before launch- 
ing into a brief PowerPoint presentation 
explaining just how the third-person 
action games differ. “Though we do aspire 
to be as good as Gears.” 

Based on the tabletop war game that’s 
inspired numerous strategy games (and 
one shooter best left forgotten), Marine 
mixes sci-fi and fantasy, giving you Star 
Wars-style ray guns and futuristic electri- 
fied hammers to take out Tolkien-esque 
Orks [sic]. Which you do, a lot, since the 


story has Captain Titus and his fellow 
Ultramarines trying to hold off an Ork 
infestation until backup can arrive. 

“It’s a completely new story we created 
in collaboration with THQ and [Warham- 
mer creators] Games Workshop,” van 
Lierop explained in a phone interview con- 
ducted a few weeks after the Vancouver 
event. “Which is why it’s been an amazing 
creative experience for us, because we’ve 
been able to create new characters, 
weapons, and settings that are now part 
of Warhammer 40,000.” 

Where the Gears-ness comes in, 
besides the perspective and the option to 
chainsaw enemies like you’re Leatherface, 
is largely in the character you play: a 
seven-foot, 1000 Ib. mass of testosterone 
and growth hormones who shoots first 
and axes heads later. But as van Lierop 
pointed out, that’s where the comparisons 
stop being apt. In Gears, you use cover 
to take on a half-dozen enemies from a 


ee. 


“It's not Gears of 
Warhammer,’ lead 
producer Raphael 
van Lierop de- 
clares, though we 
do aspire to be as 
good as Gears.” 


distance, only engaging them face-to-face 
when you have to, while Space Marines 
run into the fray, squaring off against 20 to 
40 bad guys face-to-face, because that’s 
how they prefer to fight. 

“It's not about having a gun and hiding 
behind some big block of concrete,” van 
Lierop explains, “It’s about stepping onto 
the battlefield and striking fear into your 
enemies and confidence in your allies by 
rushing into battle.” 

There is, of course, more to Marines 
than making Gears hero Marcus Fenix 
look like a coward. For starters, melee is 
slightly more involved than just hitting a 
button when someone gets too close. Hit 
someone multiple times with the same 
weapon—four times with the Chainsaw, 
three times with the Power Axe, and so 
on—and your later strikes will hurt them 
more. You also have rechargeable Fury at- 
tacks, shockwaves that kill anyone nearby 
and stun those further away. 

If all this makes Marine’s melee combat 
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sound like it resembles the button- 
mashery of Dynasty Warriors, you’re not 
far off. Though as Relic showed with the 
four playable levels it had at the event, 
Marine's tight controls, satisfying impact 
crunch, and ability to shoot guys before 
they got close made this feel like, well, 
what | always hoped Dynasty Warriors 
should be. 

The game also employs a health sys- 
tem that’s akin to Halo. When struck, your 
shields take damage first, followed by 
you. But while both recharge if you avoid 
being hurt for a while, you can also boost 
them by doing an execution-style move to 
an enemy. 

Even with plans to include multiplayer 
and co-op, Marine doesn’t look like it'll 
usurp Gears as the game of choice for 
third-person action fans. But if what Relic 
showed off in Vancouver, and what van 
Lierop said about it later, is any indication, 
Space Marine looks like a game even 
Marcus Fenix might want to check out. & 


54 
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A HELLISH HELPING HAND 

Everyone’s favorite insidious imps are making a 
return, but Digital Extremes has plans to revise 
their role, focusing on a single Darkling who will 
help with everything from eviscerating enemies 
to gathering ammo, as well as play a big role in 
the pulse-pounding plot. 
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=D ness, darkness...be my pillow 


Tt DANE 


hen The Darkness came out in 2007, the moody first-person shooter earned 
itself a solid cult-following. The gritty tales of gangsters and ghoulies was a 
rare gem that showed a distinct ability to capture the essence of the original 
Top Cow comic with a gripping story and clever abilities that breathed 
unique life into the first-person shooter market. So it’s no surprise that a sequel wound 
its way into development, this time under the careful hand of Canadian action vets Digital 
ai : Extremes. Focusing on up-close-and-personal combat, streamlined game mechanics and 
. , a plot worthy of its predecessor, The Darkness I/ is shaping up for a frighteningly good 
following this fall. 


by BRANDON JUSTICE 


| WE DON’T NEED NO STINKIN’ CELL SHADES 
, - : : : Utilizing high-contrast lighting, a powerful set 
eee of proprietary shaders, and 100% hand-drawn 
textures to fuel their vision, Digital Extremes 
has high hopes for the game's “Graphic Noir” 


style of their Evolution Engine, which they 
"te claim will help deliver one of the most gory 


action games in recent memory. 
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STAYIN’ TRUE TO THE GAME Aj ' 


listed famed comic book writer Paul Jenkins Wf, epee , 


who's written numerous issue of the comic evs a | ie 


as well as the first game—to pick up where 


the original left off. 2K is keeping a tight lid on 
details, but promises fans will be satisfied. 
” / 
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UPCOMING RELEASES OF NOTE 


05.31.11 

HUNTED: THE DEMON’S FORGE 

360, PS3, PC - Bethesda 

Think of this third-person fantasy action 
game as an RPG-free Dragon Age I! if 
everyone stopped yakking and started 
hacking land slashing, and casting, and 


shooting arrows...]. 


06.07.11 

INFAMOUS 2 

PS3 - Sony 

Though it features a new hero [of sorts] 
running around a new city, this sequel 
still lets you use electricity to get things 
done like you're Electro of Spider-Man 


fame. 


06.07.11 

SHADOWS OF THE DAMNED 

360, PS3 - Electronic Arts 

A collaboration between No More Heroes 
director Sudad1, Resident Evil creator 
Shinji Miami, and Silent Hill sound direc- 
tor Akira Yamaoka, this over-the-top, 
third-person action game looks pretty 
hellish (in a good way). 


06.07.11 

SUPREMACY MMA 

360, PS3 - 505 Games 

While so many mixed martial arts 
brawls have been sanitized for TV—both 
in real life and in games—the raw and 
bloody Supremacy Is taking the sport 


back to its more brutal roots. 
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06.07.11 

GREEN LANTERN: 

RISE OF THE MANHUNTERS 

360, PS3, Wii, DS, 3DS - Warner Broth- 
ers Interactive 

Based on the movie that also comes out 
this week, this comic book-ish game 
gives you a cool ring that you can use to 
make big green fists. And you don't even 


have to yell, “Hulk smash!” 


06.14.11 

DUKE NUKE FOREVER 

360, PS3, PC - 2K Games 

While this first-person shooter has 
plenty of shooting from the first-person 
perspective, it does mix things up on 
occasion, throwing In some driving, plat- 
forming, and the option to throw things 


and aliens’ heads as well. 


06.14.11 

CHILD OF EDEN 

360 - Ubisoft 

Coming from the creator of Rez, this 
Kinect-enabled musical shooter has 
you trying to save an A.I. construct by 
shooting objects that burst with melo- 
dies when hit. Side effects may include 
dry mouth, loss of glaucoma, and the 


munchies. 


06.14.11 

TRANSFORMERS: DARK OF THE MOON 
360, PS3 - Activision 

TRANSFORMERS: DARK OF THE MOON: 
STEALTH FORCE EDITION 

Wii, 3DS - Activision 

TRANSFORMERS: DARK OF THE MOON: 
AUTOBOTS 

TRANSFORMERS: DARK OF THE MOON: 
DECEPTIONS 

DS - Activision 

Based on the movie, the 360/PS3 edi- 
tion is a third-person shooter from the 
people who made last year’s War for 
Cybertron, Stealth Force is more focused 
on vehicular combat, while Autobots and 


Decepticons let you chose sides. 


06.14.11 

ALICE: MADNESS RETURNS 

360, PS3, PC - Electronic Arts 

Eleven years after the original put a dark 
spin on Lewis Caroll’s iconic heroine—or 
rather, returned the dark spin that had 
been washed off by Disney—this sequel 
has the fair maiden trying to stop an evil 
that’s infested Wonderland. 


06.14.11 

WIPEOUT IN THE ZONE 

360 - Activision 

A Kinect game based on ABC's obstacle 
course game show, Zone has you trying 
to run the course in your living room 
while hosts John Henson, John Ander- 


son, and Jill Wagner make fun of you. 


06.21.11 

DRIVER RENEGADE 

3DS - Ubisoft 

While Driver: San Francisco is still in the 
works, fans of this vehicular action series 
can enjoy this multi-dimensional romp, in 
which Driv3r hero John Tanner takes the 
law into his own hands. Unlike the other 
games where he follows the rules and Is 


polite to his superior officers. 


06.21.11 

DUNGEON SIEGE Ill 

360, PS3, PC - Square-Enix 

While most fantasy role-playing games 
should pay royalties to J.R.R. Tolkien, 
this action-RPG injects just enough 
steampunkery to owe Jules Verne some 


money as well. 


06.21.11 

CUBIC NINJA 

3DS - Ubisoft 

Normally, being cube shaped isn't a good 
look for a ninja. But it’s perfect for this 
puzzler, which requires you to tilt and 
turn your 3DS to defeat the elements, 
figure out pathways, and ultimately 


rescue the princess. 


06.21.11 

CARS 2 

360, PS3, Wii, DS, Mac/PC - Disney 
Based on Pixar's contribution to the 
summer box office tally, this automotive 
action game has Lightning and Mater 
training to become secret agents. Which, 
apparently, involves doing lots of Evel 
Knievel-like stunts. 


07.12.11 
NCAA FOOTBALL 12 


360, PS3 - EA Sports 


While it may not destroy productivity like college hoops’ final four, for 
serious football fans—and fans serious about football videogames— 
NCAA is the pigskin prize. Among the additions to this season's game 
are an improved tackling system, upgraded Al, better sound effects, 
and other changes that will really make you feel like you're back at 


your alma mater, rooting for the home team. 


All dates subje 


bepress 


LAUNCH POINT 


09.06.11 
RESISTANCE 3 


PS3 - Sony 


Taking a cue from Killzone 3—which, let's be honest, needs to take 
more cues from this series—the next Resistance will not only support 
your new stereoscopic 3D TV but will also work with your Move con- 
troller and the PlayStation Sharp Shooter you keep it in. Developers 
Insomniac have also revealed that part of the game has you taking a 
boat through the flooded Missouri town of Wrightsburg. Which doesn’t 
make you an easy target or anything. 
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10.18.11 
BATMAN: ARKHAM CITY 


At the risk of turning this magazine into Bat Fancy, here’s some 

new info about Arkham for fans of Futurama and Castle. Maurice 
LaMarche—who does Kif, Morbo, and tons of other characters on that 
former ‘toon—will be the voice of that cool cat Mr. Freeze, while Stana 
Katic from Castle would be vocalizing Bat-bad girl Talia al Ghul. Also 
joining the cast, albeit in an as-yet-unannounced role, is David Kaye, 
best known as Clank from the Ratchet And Clank games. 


a* 


A ee 


al game store and they tell you, “Sorry, that’s not out until next week.” 


S electronic gaming monthly ie. 


x 


Be. 


Sh 


) 
= 
Sf 
Sd 
sd 
® 
e 
s 
@ 
* 
e 
e 
w 
® 
a 
« 
* 
@ 


ortal was a game about space. 
The ability to walk through 
walls required previously 


unexercised spatial perspec- 
tive in order to navigate the challenging 
test chambers, and in conjunction with 
momentum, there was only one rule you 
could rely on: Whatever goes into the 


blue portal comes out of the orange one. 


Portal 2 is also a game about space, 
but now it’s our trust in that space that’s 
being challenged. In its opening scene, 


PORTAL 2 


(*@*8@eveee 


what’s presented as a small dormitory 
room isn’t quite that, exactly, and it’s 
here Valve immediately establishes 
that the expectations or assumptions 
you might have about where you are, 
where you’re going, and who’s leading 
you aren’t reliable. The law of blue and 
orange Is still in effect, but just when 
you start to get comfortable, Valve 
rearranges the room, figuratively and 
often literally. Through its new puzzle 
elements and the cadre of narrators, 


voices drenched in sarcasm and 
passive aggression, you’re asked to try 
something new. 

Portal 2 wastes little time employing 
the new toys and tools. After a brief 
warm-up with the portal gun, lasers 
(“thermal discouragement beams’), 
gravity funnels, and light bridges make 
their debuts. Lasers must be redirected 
into activation sockets using a special 
cube, funnels slowly float you and other 
materials across expanses, and light 
bridges are walkable surfaces that can 
alternatively be used to block turret fire 
or prevent yourself and vital cubes from 
flying off into oblivion after stepping on 
an “aerial faith plate.” Naturally, all three 
of these elements travel through portals, 
and a healthy portion of the puzzle 
design requires they be properly placed. 
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STERLING MCGARVEY 
Welcome to the Diamond Life 


Sterling worries the ‘90s are repeating themselves too 
quickly in our current fighting game revival. 

Liking: Mortal Kombat’ surprising rebirth 

Not Liking: Capcom revisiting its sins of the past 
(another Street Fighter IV?) 

Special Thanks to: ESPN3 on Xbox Live. Couldn't 


have survived this soccer season without it 
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ANDREW PFISTER 
'Intradimensional Traveler 
After a weekend of long lift lines on the mountain, 
Andrew realized that research into portal tech should 
be led by the ski/snowboard industry. Might take the 
fun out of climbing Everest, though. 
Liking: Recent news about SSX 
Not Liking: The flimsy hinge on his 3DS 


Congrats: To Mr. Klepek and his new adventures 


EL! HODAPP 
| Believe in Magic 


€ 


Eli is back in the Chicago area, playing Magic: The 


Gathering whenever possible. 


Liking: Idea behind Duels of the Planeswalkers 2012, 


the original was amazing. 
Not Liking: Nonexistence of Magic: The Gathering 
Online client for iPad. 


Favorite Deck: Goblins, always goblins 


BRANDON JUSTICE 


Back (Back) in Cali (Cali) 


Moving cross-country is tough, especially when your 
console sets off explosive materials sensors at the 
airport. Luckily Brandon and PS3 made it in one piece. 
Liking: The relentless release of spring AAA titles 
Not Liking: SOCOM 4's lack of love for longtime fans 
Tiger Blood: Apparently not enough to help Woods 
end his drought in Augusta 


The combinations of puzzle 
elements—portals, momentum, lasers, 
cubes, jump plates, gravity funnels, 
light bridges, turrets—are constantly 
changing but never overwhelming. 
Upon encountering a new area, you 
get the sense that the devs mean to 
intimidate you, but with the knowledge 
that you're still riding the confidence 
high from solving the previous problem. 
Channeling GLaDOS, they’re essentially 
saying, “Oh, you think you’re so smart, 
do you?”, and by varying the elements, 
locations, and scale of the challenges, 
they maintain your intellectual 
momentum. By the time you encounter 
the three types of experimental gels 
that create surfaces you can bounce 
off, accelerate on, and apply portals to, 
your brain will be tuned to handle tasks 


like deactivating reversed gravity funnels 
through portals to drop bounce gel on a 


row of turrets guarding a vital button. 
Now, imagine all of that with two 


ry) 
v4 


brains and four portals. Portal 2’s 
cooperative portion is unique and 
separate from the primary campaign, 
and throws an extra element into the 


» DAN “SHOE” HSU 


Like he did with Borderlands, Shoe’s staying up way 
past his regular bedtime to play Dungeon Defenders 
He's gonna have to face it...he’s addicted to loo 
Liking: Atom Zombie Smasher, COD: BLOPS 

Not Liking: Losing at You Don’t Know Jack 

Almost at 1000 points: Majin and the Forsaken 


Kingdom 


OMRI PETITTE 
All My Chairs Are Gone! 
out finished settling into his 

a block from Haight-Ashbun 
you up like the smell of freshly baked hippie 
Liking: Dragon Age Il, Crysis 2 
Not Liking: That extra flight of stairs to get home 
Note to Self: Don't let roommates “edit” open Word 


documents while away from home 


tex varriting ahnirt hirnce 
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Liking: Futurama 

renewed. 

Not Liking: That he can't find a good live recording of 
The Cult from their Electric tour. 

Reading: Michael Moorecock’s Elric: The Stealer 

Of Souls 
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There is never a good time to make the weekend drive 
to the mountains and forget the tent. 

Liking: That the wait for 

Not Liking: That Portal 2 has the unfair expectation 
to live up to Portal 

Fed Up With: The constant comments that my 


iPhone 4 screen needs fixed. And the back 
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mix: communication. It’s one thing to 
visualize and talk out possible strategies 
to yourself, but having to work with a 
teammate further builds on the idea 

of trust. The test chambers don’t get 
easier just because you have a partner, 
they're specifically built for coordinated 
solutions: two sets of portals, timing- 
based actions, and frequent separations 
that require good communication. Valve 
kept the tools simple and sufficient, 
allowing you to activate a countdown 
timer or place icons where a portal 
should go, as well as letting you see 
from your partner’s perspective. Voice 
chat is preferable, though, if only to 
allow for moments of experimentation 
(“What if we tried this?”) to give way to 
elated discovery (“I’ve figured it out!”). 
Five co-op test chambers filled with 
rooms is definitely enough, but you get 
the sense that, like the single-player 
jump from Portal to Portal 2, Valve’s 
designers are capable of many more 
devious experiments. 

Portal and Portal 2 are remarkable 
even if you only view them as the mental 
exercises of a “first-person puzzle” 
game. But the series really wouldn’t be 
the same without its unique sense of 
cheerily dark humor and surprisingly 
robust supporting mythology, the 
latter of which provides much of this 
sequel’s context. If Portal’s last act was 
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Valve letting us peek behind Aperture 
Science’s curtain, Portal 2 gives us 

full run backstage. Previously revealed 
through ARGs and supporting fiction, 
the origins and history of Aperture are 
visualized as you move from the familiar 
test chambers into the bowels of the 
complex. All the while, the rotating 
narrators provide running commentary 
that switches between begrudging 
support, merciless taunting, and plot 
revelations. The writing is once again 
sharp and subversive, only rarely 
approaching overly clever. And paired 
with the expert vocal delivery of Ellen 
McLain (GLaDOS), Stephen Merchant 
(Wheatley), and J.K. Simmons (Cave 
Johnson), your tour through Aperture is 
relentlessly comedic. 

It’s also frantic, untrustworthy, and ever 
changing. The narrators, all stewards of 
Aperture Science, have dubious intentions 
and, to put it mildly, are less than 
forthcoming with the truth. The facility 
itself is also deteriorating. For the player, 
this means that the floor you’re about to 
land on might not lead to the next test 
chamber, or the aerial faith plate you’re 
told to approach might not be worthy of 
your aerial faith. The fusion of the writing 
and the level design is the core of Portal 
2’s pace, and though you’re always 
placing orange and blue portals, how, 
where, and why you place them is always 


different. You’re constantly analyzing the 
space you're put in. 

For that reason, Portal 2 is one of the 
most mentally taxing games you could 
play. But for the very same reason, 
it’s also one of the most intellectually 
rewarding. 


PORTAL 2 


Great variation of puzzles and pacing 


Brief loading breaks sometimes disrupt the flow 


The look you get from an accidentally murdered 
co-op partner 
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From the ashes, it rises again 


by STERLING McGARVEY 


everal fighting game franchises 
have experienced revivals in 
the last three years, so isn’t it 
Mortal Kombat’s turn? Although 
Mortal Kombat vs. DC Universe delivered 
an HD-era MK experience, it also suffered 
from rather uninspired brawling and 
lacked the sinew and sanguinity expected 
from its core fanbase. Now the team has 
anew name and anew publisher, and is 
taking the opportunity to make a fresh 
start. Though not without some hiccups, 
Mortal Kombat regains its footing after 
years of less-than-exemplary sequels. 

MK excels beyond its most recent 
predecessor thanks to some fine-tuned 
tweaks to the formula that add an 
extra layer of depth alongside the rather 
simplistic attacks. There’s a triple-tiered 
meter a la Street Fighter that allows you to 
either add more muscle to special moves 
(level one), break a flurried combo (level 
two), or break out a devastating X-Ray At- 
tack, which combines a devastating—and 
sometimes wildly imbalanced—sequence 
that inflicts CS/-esque damage to both 
bones and vital organs. 

The dial-a-kombo style that domi- 
nated the series for years is gone, and in 
its place is a vastly improved and more 
organic system that resembles that of the 
first two games. And of course it’s loaded 
with gruesome fatalities designed to 
test your threshold for cartoonishly gory 
violence. NetherRealm has even seen fit 
to provide a Fatality Tutorial Mode that 
allows you to practice before diving into 
Arcade or Versus. 

MK uses Unreal Engine 3 visuals to 
add an extra sense of polished hyper- 
realism to its art design, and while some 
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characters look oddly drawn—many of 
the female combatants feel a little over- 
done—kudos to the team for improving 
some wince-worthy designs from the 
PS2-era games. It’s also laudable that in 
comparison to the bloated MK: Armaged- 
don, the roster for this new game Is leaner 
and tighter. It effectively bridges the gap 
between fan service and attracting players 
who might’ve dropped the series after the 
16-bit era. 

Not unlike MK vs. DCU, the new game 
boasts a story mode that revamps the 
lore of the first three games into a palat- 
able form. There are plenty of nostalgia- 
evoking moments, from recreated classic 
stages to plot points that explain, say, 
how Jax loses his original arms or how 
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From cumulative 

bleeding and dam- 

j age to over-the-top 
bone-breaking 
X-Ray combos, MK 
brings bac the 
gore. 


Cyrax and Sektor became cyber-ninjas. 
The dialogue isn’t great, and the contriv- 
ances that start fights induce eye-rolling, 
but it does a passable job of reworking 
the lore. Once you’ve cracked that and 
all of the Arcade mode endings, there’s a 
Challenge Tower that bursts with formula 
variations as well as minigame spins on 
Test Your Might and Test Your Sight. 

MK has some balancing issues, and 
it becomes nakedly apparent after a 
few cheap boss battles that spamming 
the same attack pattern, no matter how 
unrewarding it feels as a fighting game 
fan, is key to beating some of the an- 
noying challenges—say, battling three 
characters in a row on one life bar—that 
the game throws at you. Also, it feels as 
though some of the later difficulty curve 


comes not from more skilled computer Al 
as much as it does from putting you in the 


shoes of a less-favored character to take 
on ultra-cheap Shao Khan. 

But against another person it feels 
great. The team wanted to focus its ener- 
gy on the online experience and creating 
an arcade-like feel. King of the Hill mode 
does an effective job of setting up online 
matches with a hierarchy that allows the 
top player to continue winning streaks 
while others watch via Spectator mode. 
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It uses a rating system to allow victors to 
collect performance based points after 
winning. It evokes the glory days of both 
arcades and 16-bit MK2 XBAND sessions. 
The only caveat to it all is that MK uses 
an Online Pass system, not unlike the 
systems set up by EA and THQ. I'd have 
rather it not been included. 

Mortal Kombat marks a return to form. 
It’s not always graceful—story mode’s 
stone-faced execution of some ridiculous 
plot points elicit more than a few chuck- 
les, and the CPU Al feels regressive at 
times—but the revamped fighting engine 
and fancy aesthetics combine to create 
a fun rétro update. It’s leaner, it’s tighter, 
and most importantly, it’s downright dis- 
gusting. Mortal Kombat is back. & 


MORTAL KOMBAT 


Great combination of vintage MK fighting and 
deeper tactical approach 


Al is dumb as rocks but cheap as hell, online pass 


integration 
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DEAD OR ALIVE 


Dead or Alive, you're coming with me... 


by STERLING McGARVEY 


he Dead or Alive series is 
indisputably in transition. Series 
creator Tomonobu Itagaki flew 
the coop some time ago, and it’s 
been over five years since the last straight- 
up DOA fighting game. We’ve endured 
more awkward crotch-cam shots thanks 
to DoA Xtreme 2 and DoA Paradise than 
we've seen those ogled ladies doing what 
they’re truly known for: kicking someone 
through a two-story window. The first non- 
Itagaki DoA fighting game, Dead or Alive 
Dimensions, opts to tread familiar territory 
rather than take big risks with Team Ninja’s 
formula. The result is a competent and 
fun handheld fighter that neither stumbles 
badly nor excels. 
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Dimensions takes the rapid-paced 
rock-paper-scissors gameplay that 
defined 15 years of jiggly brawling and 
translates it to Nintendo’s handheld with 
rather good results, replicating the core 
DoA experience admirably. It also bears 
mentioning that while the game runs 
well in 3D, turning the feature off lets the 
brawling animations run at a beautifully 
fluid 60 frames per second. Even then, it’s 
still not as pretty as Super Street Fighter IV 
3D Edition, but the art style of Capcom’s 
launch game translates to the hardware 
more seamlessly. Dimensions suffers from 
Jagginess, and at times doesn’t look as 
clean as some PSP fighters. But the core 
ideas—a three-dimensional plane, button- 


mashing fun, and multi-tiered stages —all 
make the cut. 

Novices can pull off full combos by 
using the touch screen. One could argue 
that the feature imbalances the game a 
little, but it’s also an effective means of 
fighting fire with fire when facing off against 
cheap attack spammers. For the most 
part, however, if you’ve played DoA over 
the past 15 years, the action should feel 
very familiar. The gameplay is well-proven 
and sound, and while certain fighting game 
aficionados might thumb their noses at 
the series, it’s well-translated to a new 
medium. 

Dimensions is broken up into a few 
basic modes for single-player, and that’s 
where the core gameplay has its ups and 
downs. Arcade Mode is an ultimately 
shallow series of fights that culminates 
in a boss battle, but with no epilogue or 
anything you’d get from playing a similar 
mode in another fighter. The other main 
attraction of the single-player mode is 
Chronicle. It breaks up the storyline of each 
Dead or Alive game and wraps it around 
fights with cinematics that show you the 
main events of each title. In theory, it’s a 
great way to experience the games, but in 
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execution it's very uneven. The cinematics — with other fighters or play tag battles. Don't let the set- or your partner’s luck runs out, you’ve 

run for minutes at a time, which destroys While the single-player tag mode with a ting [and special got a limited number of time-delayed 

the momentum of play. By the time it’s CPU-controlled partner leaves much to cameo) get your “resurrections” before you both lose. It’s 

done, you’ll understand what DOATEC be desired, it’s quite fun with two people. hopes up: Samus tense, it’s tough, and it’s entertaining. If you 

means, but you'll wish the game had given __ Ideally, at higher difficulties, it takes on a is not a hidden have another friend with a 3DS, it’s one of 

you more of the useful mid-fight training “survivor mode” dynamic as you swap character. the best ways to play. Street Pass support 

and less of the five-minute cut-scenes. places during a cheap boss fight, “coo! md = is KNOWN as Throwdown, and it allows you 
Dimensions offers multiplayer modes, off,” and hope to get back into the brawl to play against a CPU simulation of your 

including local and online, as well as some before the likes of Raidou or Alpha-152 opponent's collected data (based on their 

solid Street Pass support. You can brawl make mincemeat of your buddy. If you win/loss record). 


Dead or Alive Dimensions is a fun and 
competent adaptation of the popular fight- 
ing series. It effectively translates the core 
fighting mechanics to a new medium while 
opening up certain elements to newcom- 
ers via touch-screen combos. Unfortu- 
nately it falls short in other areas. While 
Chronicle Mode will bring you up to speed 
with important details such as Kasumi 
and Ayane'’s rivalry, the cut-scenes drag 
on far, far too long and really should’ve 
been chopped in favor of more gameplay. 
Yet there’s some fun to be had with its 
multiplayer, so while the spartan elements 
of Arcade Mode bear mentioning, it’s still a 
sound title for fighting game fans. &) 


DEAD OR ALIVE DIMENSIONS 


75 


THE GOOD 
| Translates DOA’s “rock, paper, scissors” style to 
handheld effectively 

THE BAD 

Cut-scenes are too long, game feels a bit sparse 
THE UGLY 

Seeing the framerate halve when you flip the 

3D switch 
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by OMRI PETITTE 


though The Conduit accumu- 
lated an admirable chunk of 
accolades for its technical prow- 
ss and engaging multiplayer, 
its potential rapidly diminished due to 
lackluster level design and a predictable 
pace. With Conduit 2, developer High Volt- 
age Software has tweaked the gameplay 
and added crucial new features to deliver a 
sequel that still carries a few hiccups but is 
an overall improvement. 

Wasting no time with tedious exposi- 
tion, Conduit 2 thrusts the player—once 
again in the worn combat boots of ex- 
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A portal into inconsistency 


Secret Service agent Michael Ford—into a 
globe-spanning manhunt for the treacher- 
ous John Adams via portal-like conduit 
devices. Along the way, Ford uncovers 
yet more nuggets of conspiracy and 
subterfuge while preparing an especially 
cold dish of revenge for Adams and his 
shadowy organization, the Trust. 

In a dramatic shift from The Conduit’s 
confining Washington D.C. setting, Conduit 
2 tosses in various locales and features 
more imaginative level design than the 
Capitol’s bland and stifling corridors. 

This time around, Ford’s mission sends 


him to exotic destinations such as China, 
Siberia, and even the fabled city of Atlantis, 
resulting in some terrific vistas of rocky 
mountain ranges and stormy skies. An 


increased amount of scripted events keeps 
the momentum at a steady rate. However, 

| found it difficult to take advantage of 
creating impromptu cover by tipping over 
tables and vending machines; waltzing into 
the middle of a room didn’t diminish my 
chances of survival in the slightest. Addi- 
tionally, the heightened eye candy doesn’t 
fully mask each zone’s linearity. While the 
path sometimes splits into tactically advan- 
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tageous routes, |’d inevitably wind up in an 
area that’d be locked down tight until every 
foe was defeated. 

Thankfully, a few over-the-top boss 
fights offset the stagnancy somewhat. It’s 
not every day that shooter gamers can 
square off against a gargantuan metal 
sea serpent that breathes lasers, but High 
Voltage managed to incorporate traditional 
elements of boss battles—such as glowing 
weak points—into a genre typically bereft 
of massive beasts to sink bullets into. 

As one of the few exclusive first-person 
shooters for the Wii, Conduit 2’s near- 
flawless execution of its robust control 
scheme is a welcome carryover from the 
previous game. Every button of the Wii 
Remote can be reassigned for custom 


Although its 
campaign leaves 
much to be desired, 
Wii gamers looking 
for a sound online 
multiplayer experi- 
ence should be 
thrilled. 


control setups, but there’s also a plethora 
of tweakable settings that include turning 
speed, cursor sensitivity, and dead zone 
adjustments. The payoff is an extremely 
Satisfying shooting experience, as lining up 
headshots became a snap once | tailored 
the game to my preferences. 

Of course, nailing headshots in Conduit 
2 isn't an entirely difficult affair, thanks to 
the woeful intelligence of the computer- 
controlled enemies. I'd frequently encoun- 
ter aliens and soldiers alike jogging against 
walls and standing obliviously still as their 
comrades fell next to them. In one area, 
| was able to calmly melee a hulking jug- 
gernaut of an alien to death after it became 
trapped in the middle of a flight of stairs. 
Why bother wasting ammo when inanimate 
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objects can do the job for you? 

But your trigger finger better be primed 
for Conduit 2’s far more engrossing multi- 
player. The game’s creative and powerful 
arsenal of weaponry shines quite strongly 
here; | particularly enjoyed the AR-C 
Eclipse rifle’s intriguing dynamic of cooling 
its cloaking generator via sustained fire. 
The 13 different multiplayer modes include 
staples such as Team Deathmatch and 
Capture the Flag along with more strategic 
fare like Bounty Hunter, a hunt-and-be- 
hunted cornucopia of tension similar to 
Assassin's Creed: Brotherhood’s Wanted. 
The ability to alter loadouts and purchase 
weapons and upgrades with points is 
nothing new by now, but it’s a successful 
system that will keep multiplayer mavens 
coming back for more. 

Conduit 2 is a definite step up from 
its first incarnation, but can’t quite grasp 
its full potential. The single-player falters 
due to ho-hum combat and moronic Al, 
but the top-notch controls and enjoyable 
multiplayer just might be enough to push 
this second attempt over the top. G) 


CONDUIT 2 


7.0 


| THEGOOD 

Fantastic multiplayer and more varied levels 
THE BAD 

Cheesy voice acting; single-player is still 
underwhelming 

THE UGLY 

Harebrained Al behavior 


eel 


2 


electronic gaming monthly 2486-0 


REVIEW CREW 


PUBLISHER 

SONY COMPUTER ENTER- 
TAINMENT AMERICA 
DEVELOPER 

ZIPPER INTERACTIVE 
PLATFORM 
PLAYSTATION3 
PLAYERS 
SINGLE-PLAYER 
2-32 MULTIPLAYER 
ESRB 

M - MATURE 
RELEASE DATE 
04.19.11 


If it ain’t broke... 


by BRANDON JUSTICE 


hen it debuted in 2002, 
the third-person tactical 
shooter SOCOM: U.S. 
Navy SEALs was the title 
that put online console multiplayer on 
the map. At one point, the military marvel 
was so popular that Sony boasted that 
its fanbase spent more time smiting ter- 
rorists than Xbox Live users spent on the 


service’s entire worldwide library. You can 


imagine, then, the level of anticipation 
when Sony announced the development 


of a PS3 sequel, despite reservations from 


fans regarding a change of developers. 
Fear quickly turned to disappointment 
when Confrontation stumbled out of the 
gate with numerous bugs and a sloppy 
user interface, leaving many longtime 
fans of the franchise clamoring for the 
folks at Zipper to return to the helm. As 
a hardcore SOCOM player who’s logged 
over 250 hours on the latest installment 
alone, | was right there with them. 
Thankfully, we’ve now got a Zipper- 
born sequel in SOCOM 4. Billed as a 
tweak on classic SOCOM sensibilities 
with a Modern Warfare makeover, S4 
is a competent action title with a ton 
of admirable features. But is it a game 
worthy of the time-honored tea-bagging, 
trash-talking, gun-toting tradition of the 
PlayStation 2’s legacy? The answer is a 
resounding no. It’s certainly not a bad 
game, but for a title that promised to hold 
true to the spirit of one of my favorite 
franchises, | can’t help but wonder 
why S4 is so unabashedly indifferent to 
everything that made the series great. 
For starters, let’s talk about combat. 
Gone are the game’s signature gun 
battles centered around balance, tension, 
and timing. In their place is a headshot- 
happy shooting gallery born of constant, 
unavoidable conflict, due largely to 
key changes in the game’s design 
philosophy. Maps are much smaller than 
in previous iterations, making them more 


akin to wide-open paintball arenas than 
battlefields, and there’s typically no less 
than a dozen potential points of exposure 
from any given cover spot, meaning that 
anything short of a corner camp in an 
actual corner leads to complete exposure, 
with or without something to “hide” 
behind. 

Speaking of cover, one of SOCOM 
4’s key additions is a Gears of War-style 
system that falls short of the Epic game’s 
five-year-old standards. Swapping 
between cover points is a cumbersome 
liability and, when coupled with the 
fact that objects in the world often fail 
to provide protection from the game’s 
omniscient enemy Al, you end up with a 
system that had me begging for d-pad 
leans and Confrontation’s simple Sixaxis 
system. 

Many of the game’s calculated 
“modernizations” have a feel of 
inadvertent regression. The new control 
scheme (which relies heavily on the zoom- 
to-shoot method popularized by Call! of 
Duty) removes a great deal of technique 
from gunplay. The simplified grenade 
mechanic is useless, and the antsy over- 
the-shoulder camera is atrocious in close 
quarters. Moreover, the lack of lobbies, 
removal of push-to-talk communication, 
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and a post-game focus on individual 
accomplishments and trophies has 
transitioned SOCOM from a series that 
rewarded skill and dominance to a feel- 
good grindfest that seems somewhat 
childish by comparison. 

The new multiplayer modes are 
welcome additions, but feel largely 
tuned for Respawn. Objectives take too 
long to execute and often require four 
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to five teammates to survive due to the 
aforementioned openness of the game’s 
levels, which means Classic mode 
rapidly degenerates into Suppression, 
regardless of the underlying goal. 
Moreover, it’s safe to say that most fans 
would trade all these changes for another 
crack at the series’ signature mode, 
Demolition, which is conspicuously 
absent from the retail release. 

This is offset somewhat by the 
game's beautiful, robust single-player 
Campaign and co-op mission offerings, 
but again, why on earth can’t | play 
through the campaign with friends? 
Considering the pain involved in 
babysitting the brain-dead meatheads 
in my squad, it would have redeemed 
a lot of the missteps mentioned above. 
But, instead, we’re treated to a series of 
context-free simulations. 

Zipper’s return to the helm set hopes 
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high for a pure, polished return to form, 
but what we end up with here is a game 
that tries so hard to follow the leader that 
it forgets itself in the process. It’s an ade- 
quate piece of entertainment, but despite 
what the logo might lead you to believe, 
this is not a SOCOM game. Considering 
the current flood of me-too military shoot- 
ers, that’s a real disappointment. 


SOCOM 4: U.S. NAVY SEALS 


The best-looking SOCOM to date 


Weapon differentiation, stealth missions and 
painful dialog 


No co-op campaign or Demolition? Unacceptable 
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It’s a grind 


by DAN “SHOE” HSU 


ungeon Defenders is part 

tower defense, part action- 

RPG, and judged separately, 

the game doesn’t do either 
particularly well. The simple level layouts 
aren’t meant for adventuring and don’t 
appear to offer any strategic challenge. 
Plus, the bright McD’s colors and literal 
children characters make everything feel 
like...well, a children’s title. 

This is no kid’s romp, however. In fact, 
| died during the tutorial. (True story: 
| actually told the publisher that their 
developers were a bunch of a-holes for 
designing the most sadistic level ever 
for the campaign’s final chapter.) This 
is one helluva tough game that takes 
meticulous planning (to the point where 
you might suffer from analysis paralysis 
trying to balance your available resources 
with what defenses and traps you can 
build) and plenty of level grinding. 

So it’s not for everyone—especially 
those short on patience. And again, 
it’s not a great tower-defense game or 
a great action-RPG. But as a tower- 
defense action-FPG, it’s excellent. 

You know how addicting loot- 
gathering can be in the likes of Diablo or 
Borderlands. Same here; you’ll become 
obsessed with finding better goods 
(weapons, armor, and pets, all of which 
are upgradeable) and improving your 
heroes through experience to get access 
to mightier towers and powers. 

More significantly, on the tower- 
defense front, Dungeon Defenders allows 


you to create multiple characters in 

four available classes and swap them 
around during each wave’s pre-combat 
building stage. This is where the game 
really burrows into your brain and refuses 
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PUBLISHER 

REVERB PUBLISHING 
DEVELOPER 

TRENDY 
ENTERTAINMENT 
PLATFORMS 

XBOX 360, 
PLAYSTATION 3, PC 
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SINGLE-PLAYER 

2-4 MULTI, 2-4 CO-OP 
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RELEASE DATE 
06.2011 
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Defeated Ore +16 
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barricades, which cost less and strip 
away enemies’ resistance to certain 
elements? Or do you build the Knight’s 
equivalent instead, a slightly pricier 
option whose spikes will damage the 
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a e's 


marauding forces? If you need to slow 
down one stream of foes because you 
only have enough mana to build towers i oN a; eb 
to take care of another, perhaps the — 
Huntress’s coughing-gas trap can buy 
you some time until you can gather more. a (as NY OSE —y, ve 
It’s this sort of strategic planning and 

execution that differentiates Dungeon 

Defenders from all other tower-defense 


titles. It’s wonderfully deep and flexible, 


yet it’s not complicated in the least. 

You can tell this game was meant for 
multiplayer, as the multiple, simultaneous 
waves of invaders are sometimes too 
much to handle solo. As of this writing, 
| couldn’t beat the final level (the one 
made by those a-holes), even after hours 
of repeated attempts. But you know 


what? I’m absolutely happy to try again 
and again, | just need to level up some 
more and tweak my tactics a bit. 

Looks like it’s back to the grind for 
me.... 


DUNGEON DEFENDERS 


Lots of modes, loot, and strategy to discover 


Insane difficulty at times 


The language you'll be spouting when you see 
enemy-healing mages 
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MORTAL KOMBAT (SEGA CD) 


lf you thought Street Fighter was the only 
cash cow in the mid-'90s, think again. Mortal 
Kombat got several versons, including one 
for Sega CD that—oops—showed the SNES 
version in the opening cutscene. 
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MOTORSTORM: APOCALYPSE 


The new urban locale provides a 
refreshing take on Evolution Studios’ 


intense (and still tough) racing formula. 
STERLING MCGARVEY: © .— 


PATAPON 3 

With new robust multiplayer 
features, Patapon 3 evolves 
the series into a truly great 
handheld strategy title. 
STERLING MCGARVEY: ©. = 


PILOTWINGS RESORT 
It’s all fun and games until you 
hit the Platinum challenges. A 
solid proof-of-concept for 3DS. 
ANDREW PFISTER: 7. © 


SUPER STREET FIGHTER 
IV 3D 

Capcom takes the magic 
formula and translates it 
beautifully to Nintendo's new 
hardware. 

STERLING MCGARVEY: 9.0 


RIDGE RACER 3D 

The racing series bolts down 
well-trodden ground to 
deliver a fun and competent 
3DS launch game. 

STERLING MCGARVEY: 7 © 


THE 3RD BIRTHDAY 

The Parasite Eve series returns 
from a ten year hiatus with an 
action shooter that may be one 
of the PSP's best this year. 
JAMES DEROSA: ©.5 


CRYSIS 2 

PC or console? It doesn’t 
matter how you play it, it’s 
imperative that you do play 
this gorgeous shooter sequel. 
BRETT BATES: 9.0 


HOMEFRONT 

It’s the closest thing you'll get 
to Red Dawn as a game, but 
that’s not the only thing this 
shooter liberally borrows from. 
PAUL SEMEL: 7.5 


OKAMIDEN 

Capcom’s portable spin-off— 
while too literally following 
Okami—is the closest you'll 


get to a proper DS Ze/da game. 


KAT BAILEY: © .— 


YAKUZA 4 

The saga continues as three 
new characters add much 
more gameplay variety to a 
sound sequel. 

KAT BAILEY: =~ 


DRAGON AGE II 

The RPG sequel institutes 
faster-paced combat, a sound 
narrative, and a better moral- 
ity system to be one worth 
playing. 

OMRI PETITTE: 9.0 


DISSIDIA 012 [duodec- 
im]: FINAL FANTASY 
Lots of FF73 fan service here, 
but not much else going on 
in the handheld action RPG 
sequel. 

JASMINE REA: => 


POKEMON BLACK/WHITE 
Game Freak’s latest versions 
of the series are absolutely 
the best Pokemon games on 
Nintendo DS. 

MIKE MINOTTI: 9.5 


PIXELJUNK SHOOTER 2 
Q Games’ sequel revamps the 
shooter formula of the prior 
game for more white-knuckle 
tension and precision . 
BRADY FIECHTER: ©.S 


FIGHT NIGHT CHAMPION 
EA's latest boxing game adds a 
fun but short story mode and 
lots of tweaks to make The 
Science sweeter. 

STERLING MCGARVEY: 8.5 


BULLETSTORM 
Underneath the layers of 
profanity and hyperviolence 
lies a polished, well-designed 
and very fun shooter. 

BRETT BATES: 8.9 


MLB 11: THE SHOW 

It doesn't implement anything 
you haven't seen before, but 
it’s still a solid core baseball 
game. 

AARON THOMAS: 7. 


RIFT 

This fantasy title combines good 
gameplay, truly random encoun- 
ters and (almost too) deep lore 
for a great MMO. 

JASMINE REA: © > 


KILLZONE 3 

It doesn't provide characters to 
care much about, but Guerilla 
Games gets the ugliness of war 
just right. 

ANDREW PFISTER: ©. © 


MARVEL VS. CAPCOM 3 
The long-awaited fighting game 
sequel is dazzling, fast-paced, 
and easily one of 2011's best 
titles. 

STERLING MCGARVEY: 9.5 


DE BLOB 2 

Even some fidgety camera 
problems can't keep down this 
colorful and family-friendly 
sequel. 

BRETT BATES: 7.0 


DRAGON QUEST VI 
Although the 15 year-old SNES 
JRPG finally comes to North 
America, it’s not nearly as stellar 
as the prior DQ remakes on DS. 
CHAS GUIDRY: S.S 


TACTICS OGRE: 

LET US CLING TOGETHER 
The PSP remake of the PlaySta- 
tion tactics dassic brings back 
everything you loved about the 
original. 

JASMINE REA: 7.0 


STACKING 

Double Fine combines nesting 
dolls, puzzles, and Victorian-era 
Styling to produce one of the 
best downloadable games yet. 
BRETT BATES: 9.5 


TEST DRIVE 

UNLIMITED 2 

Not a huge leap over the first 
game, but it should provide a 
few weeks or even months of 
fun for racing enthusiasts. 
AARON THOMAS: 7 © 


PUSH START 


bit 


While not all that much different from the 
Genesis version, this game does fill in the 
areas where the.cart.games.were lacking. 
The only real obvious differences | see are 
with the opening commercial, the music, 
and the lag time. Onhe flip side, Mortal 
CD plays really fastyand the way the com- 
puter mimics thepatterns of the arcade 
makes this onemore challengig. It's still 
not on par with the arcade, but still good. 


Maybe I’m just spoiled by Mortal Kombat 
//, but this game has lostits appeal. The 
game jas shows its age in a time of 
more graphically impressive games. On 
the brighter side, the music and voices 
are good as are the character animations, 
but the lag time, although short, will 
probably drive you nuts after a while. By 
the way, those are nice Super NES pictures 
in the commercial. Who let that slip by? 


| don't see what is the big deal about this 
lt | thoughtithe@Diversion of Mortal 
ombat was s to be far better. 
Instead, it's nothing butthe regular cartridge 
with the real arcade music and an intro 
with the footage of the entire television 
commercial. Yet have to admit that the 
gameplay is closer to the arcade than the 
cartridge. It’s a good buy for the Sega CD, if 
you haven't already bought the cartridge. 


The graphics aren't greatly improved over 
the Genesis versionnoraretthe sounds. 
However, it plays better and has more 
accurate control. CD.fans.will be happy to 
know the access time Was cut down and 
it doesn't bog down jane lay. All the 
characters moves and combos work even 
better than the Genesis version. My only 
question is why did they put that intro 
from the commercial in there? 


electronic gaming monthly 248-0 


REVIEW CREW 


by EL! HODAPP 


DEVELOPER SUPERBROTHERS & CAPYBARA GAMES 


Following a year of anticipation, Superbrothers: 
Sword & Sworcery EP is finally here. Toronto- 
based developer Capybara Games (creators 
of Might and Magic: Clash of Heroes and Critter Crunch) 
combined the fantastic pixel art of Craig D. Adams with a 
soundtrack by musician Jim Guthrie to create an experience 
like nothing else on the App Store. Sword & Sworcery is a 
point-and-click adventure game that follows the mysterious 
journeys of the Scythian. Along the way you meet a small cast 
of equally mysterious supporting characters as you locate and 
destroy The Megatome. 
Gameplay consists of two distinct modes which you access 
by rotating your device 90 degrees. In standard hori- 
zontal “sworcery” mode, you are able to move around 
and explore the world, interact with characters, and 
use familiar pinching and swiping gestures to move 
the camera around. In addition, you will need to “sing 
the song of sworcery” and solve various environ- 
mental puzzles, which are often musical in nature 
and involve assembling a scale. A favorite of mine 
involved strumming in-game waterfalls like the strings 
of a harp in the proper order. 
Holding your device in portrait “sword” mode 
causes the Scythian to draw her sword. In this game- 
play mode, you can use your sword to interact with 
the game world as well as engage in battles. Fighting 
is highly reminiscent of the classic NES game Punch- 
Out!!, relying heavily on timing and determining the 
ideal pattern of blocking, dodging, and swinging. 
While you might beat Sword & Sworcery in a few 
hours, it’s designed to be played in sessions. The 
game even suggests you stop playing after complet- 
ing each chapter, and you will reach two points which 
require the game to be played under certain phases 
of the moon. A big part of Sword & Sworcery is the 
actual experience of playing it, so for maximum enjoy- 
ment | recommend taking breaks and not just trying to 
power through it, as like any adventure game, quite a 
bit of backtracking becomes noticeable when played 
in anon-stop marathon. 
Whatever you do, don’t miss this incredible game. 
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DEVELOPER ROVIO MOBILE 


Games based on movies 

have a somewhat deserved 

reputation of being, well, 
less than good. Rovio’s Angry Birds Rio 
could have easily been a quick cash-in, 
replacing pigs with trapped birds, updating 
the icon, and calling it a day. Fortunately, 
Angry Birds Rio is anything but. It feels like 
a substantially enhanced version of Angry 
Birds, both with fresh interface elements, 
more layers of parallax scrolling, a surpris- 
ing amount of depth, and even a boss 
fight. The levels are some of the best I’ve 
seen, and it seems like they can be all be 
beaten by either brute force or just a single 
calculated strike resulting in a chain reac- 
tion of destruction. If you’ve enjoyed Angry 
Birds, Rio is an effortless recommendation. 
Alternatively, if you’ve yet to get involved in 
the phenomenon that is Angry Birds, Angry 
Birds Rio is a fantastic starting point. 


DEVELOPER BRANDON WILLIAMSON 


Combining Pac-Man and 

a roguelike is a mash- 

up | never could have 
imagined, but somehow it works, and it 
works incredibly well. Forget-Me-Not has 
amazing retro-style graphics, appropriately 
beepy and boopy sound effects, and a 
crazy scoring system that will keep you 
playing for hours. You play a square that’s 
constantly shooting in whichever direction 
it’s headed, and gameplay involves killing 
monsters, sucking up power-ups, locating 
keys, and venturing ever deeper into the 
dungeon. There’s even a split-screen mode 
that allows you to adventure with a friend. 
If the thought of Pac-Man combined with 
a roguelike intrigues you in the slightest, 
don’t miss Forget-Me-Not. 
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DEVELOPER REMEDY ENTERTAINMENT 


Originally released in 1996, 

Death Rally has been 

gloriously remade from the 
ground up by Remedy Entertainment, the 
developers responsible for both Max Payne 
and Alan Wake. At first glance, Death Rally 
seems to be just a racing game. but it 
won't be long before you realize that it’s 
heavily focused on combat, and succeed- 
ing will involve unlocking weapons, earning 
money, and upgrading your car to deal 
maximum damage to your opponents. The 
visuals are incredibly detailed, and aside 
from being a universal app, Death Rally is 
one of the few games currently available 
that’s optimized for iPad 2. If you’re lucky 
enough to own one, make sure you give 
Death Rally a try to see just what kind of 
graphics the device is capable of. 
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t was about 1:00 a.m. Friday night 
in my Boston hotel room, when my 
eyes finally succumbed to a day’s 
worth of travel, several beers, and 
a particularly slow part of Watchmen on 
HBO. | checked my phone one last time, 
just in case someone was trying to get 
in touch with me or something hilarious 
was Said on Twitter, then put myself into 
sleep mode to prepare for PAX East. The 
next morning | woke up and immediately 
checked my phone, just in case someone 
was trying to get in touch with me or 
something hilarious was said on Twitter. 

“ak 

“Tsunami.” 

“Buildings shaking in Tokyo.” 

“We're okay, for now.” 

| had missed the breaking news by 
about 15 minutes, but woke to a social 
media stream filled with heartbreaking 
news, relief that Tokyo-based friends were 
okay, concern that other friends’ family 
members could not be contacted, and 
descriptions of unfathomable destruc- 
tion. From its onset, PAX East took on a 
tempered tone, in that always emotionally 
confusing “we're supposed to be having 
guiltless fun right now” sort of way. 

A developer friend showing his game 
on the floor had to balance outward 
enthusiasm with worry for friends and 
family back in Japan. Panelists gave 
frequent mention to the tragedy and 
offered best wishes. North American PR 


on their online stores. Bungie sold special 
wristbands. Zynga and Nexon created 
unique in-game items to purchase within 
their social games. Valve made new hats 
for Team Fortress 2. Sony let people 
donate directly to the Red Cross through 
the PSN Store. Kotaku held a fundraising 
party in Denver. Grassroots community 
events and gaming marathons were held. 
A television/Internet video special called 
“Gamers Heart Japan” was assembled 
with wide industry participation and 
remarkable speed. 

The immediate and overwhelming 
generosity was inspiring to say the least, 
and working as a part of the volunteer 
team at playforjapan.org, it’s one I’ve 
been privileged to witness firsthand. We 
started Play for Japan with the belief that 
this generosity could be channeled into a 
videogame industry-focused relief effort, 
a belief that was instantly validated when 
our fundraising auctions began. Individu- 
als, publishers, and developers donated 
an incredible array of items, including a 
Nintendo DS signed by Shigeru Miyamoto 
and other Nintendo luminaries, a life-sized 
statue of “Ghost” from Modern Warfare 2, 
various Xbox 360 bundles signed by their 


PLAYING FOR JAPAN 


United by tragedy, the videogame industry works for the greater good 


respective Microsoft teams, early concept 
art of LittleBigPlanet’s Sack Boy, an offi- 
cial Bayonetta costume, and the acoustic 
guitar Akira Yamaoka used to compose 
the entirety of Silent Hill's music, donated 
by Yamaoka himself. 

This was in addition to the numerous 
signed games and systems from personal 
collections that were offered without 
hesitation, and it’s these items that really 
drove the point home. Motivated by 
our shared love for games, the extent to 
which we care enough to accrue 
and cherish these objects is matched by 
the willingness to surrender them for a 
greater cause. 

Weeks after the initial earthquake and 
tsunami hit, Japan is still suffering from 
large aftershocks, a nuclear emergency, 
and a humanitarian crisis. They will need 
help for quite some time. Play for Japan 
will continue to hold auctions, and Akira 
Yamaoka is producing a benefit album 
featuring some of the industry’s best 
composers to be released in May. As he 
wrote in an open letter announcing the 
album, “We are all united by one common 
bond.” It is a bond we should all be proud 
to be a part of. 


THE IMMEDIATE AND 
OVERWHELMING GENEROSITY 


and community representatives expressed W nS, | N S p | ~< | N G TO S AY 
TRE LEAS... 


concern for their Japanese colleagues 
and counterparts. Through the lens of 
PAX East—the event that fosters the clos- 
est relationship between the people who 
make games and the people who play 
them—the professional and emotional link 
our industry has with Japan had never 
been as vivid. 

Vivid, but not at all surprising. Almost 
immediately, publishers, developers and 
journalists leapt into action. Capcom, 
Sega, and PopCap all cut prices on their 
iOS games with 100% of the proceeds 
marked for donation. Hi-Rez Studios and 
Aksys Games marked down game prices 
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here’s a reason | was verbally 
tripping over myself as | 
discussed Nintendo’s 3DS at 
last year’s E3. It was partially 
response to technological magic —3D 
without glasses —but it was largely 
enthusiasm for the potential of additional 
depth perception to impact gameplay. 
At E3, Nintendo showed off a few 
demonstrations of 3D imaging genuinely 
impacting gameplay, but the potential 
seemed so obvious for, say, platformers. 
Being able to switch from 3D to 2D is 
a godsend for the headache-prone after 
sessions in the extra-dimensional world, 
but if everything within the game world 
must be playable in both 3D and 2D, 
what reason is there for anyone to explore 
the virtues of 3D-aided gameplay? In an 
interview with Wired, 3DS producer Hideki 
Konno revealed that Nintendo is shifting 
away from any 3D-only mechanics. 


“We want to get software out to as 
many people as possible, and there are 
some people who just can’t see 3D,” said 
Konno. “We’re moving away from any 
stance that says if you don’t use the 3D 
functionality you can’t play this game.” 

Groan. 

For me, the intrigue behind 3DS is 
the 3D; it’s the reason I’ve purchased 
a $249.99 handheld whose software 
will, in most cases, cost at least $29.99. 
Gimmicks will only last forever, and while 
I’m happy to indulge in the occasional 
3D trickery —case in point, my ticket for 
Piranha 3D—the best uses of 3D coming 
from Hollywood are nuanced expansions 
of your perception, with 3D adding a layer 
of depth. 

It’s possible Nintendo isn’t sure what to 
do with its own wizardry, either. Pilotwings 
Resort and Nintendogs + Cats are not 
the Wii Sports of 3D; neither provide a 


IF NINTENDO WANTS TO SEE WHAT 
3D IS CAPABLE OF, PUT THAT 
GLASSES-FREE TECHNOLOGY IN 
THE HANDS OF PEOPLE WHO ARE 
WILLING TO GO NUTS. 
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convincing argument that they couldn’t 
have been just as swell in one less 
dimension. Perhaps I’ve projected too 
much of my own hopes for the technology, 
considering how quickly | grafted its 
potential to a single genre: platformers. 

We, as players, have done that 
before. When Wii arrived, the machine 
was trumpeted as the future of first- 
person-shooters, right? There were some 
worthwhile attempts — The Conduit, Red 
Stee/ 2—but none have yet proven that 
motion controls are necessarily worth 
tossing our traditional controllers out 
for. And this comes from someone who 
played all the way through Killzone 3 with 
a Move in hand. 

The providers of a technology don’t 
have to be the ones who show why it’s 
useful, though. The hacker community 
and Dance Central showed more 
potential for Kinect than, say, Kinect 
Adventures. Too bad, then, that Nintendo 
has shown little willingness to embrace 
the same set of independent creators 
that have made the iOS platform such an 
inspiring movement. There were certainly 
some gems on DSiWare, but whether 
because of lazy developers or Nintendo’s 
lack of responsible curation, the service 
never became more than a place to find 
a handful of distractions as DS software 
dried up. 

Downloadables have less risk aversion, 
from both the development and consumer 
perspective. If Nintendo wants to see 
what 3D is capable of, put that glasses- 
free technology into the hands of people 
who are willing to go nuts. Experimental’s 
easier knowing you’re selling your project 
for a few bucks. 

Nintendo is a company that will be 
dragged into the digital era kicking and 
screaming, if at all. Can you imagine 
any device launching without a digital 
storefront anymore? But maybe, just 
maybe, Nintendo will make enough 
concessions to hook some developers 
in. | purchased a 3DS to burn up my 
eyeballs, Nintendo. If you’re not going to 
be the ones to mess up my retinas, let 
someone else. & 
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And no, it’s not what you think 
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i. My name is Dan HSu—most 
people call me “Shoe” —and 
I’m not a journalist. 

Nah, this isn’t another one 
of my rants about the lack of editorial 
integrity this or that. Surprise, surprise, 
I’m actually going to try to be construc- 
tive and helpful this month. 

| Know a ton of you would love to 
do what you think we do here all day 
long at magazines like EGM or websites 
like Bitmob: Play games, write about 
em’, then do it all again the next day. 

Or maybe do hard-hitting, investigative 
reporting to expose the next big industry 
scandal. Sounds pretty cool, right? But 
truth is, traditional critic and journalist 
roles are rapidly becoming extinct. Tough 
economic times, shrinking budgets, and 
evolving media are killing them. 

When | first started on EGM back 
in 1996 (!), all | did was sit around and 
play games to review them. (Yes, it was 
awesome.) But the world has changed. 
These days, few media outlets can afford 
to pay a salary for such specialized du- 
ties, whether it’s writing reviews or news 
stories. Employers would rather just free- 
lance these assignments out as needed, 
saving a ton in payroll dollars. And since 
most freelancers can’t afford to live on 
such sporadic or inconsistent work, they 
need to supplement their income doing 
other things...perhaps even a “normal” 
day job. 

If someone is lucky enough to have a 
full-time staff job with a media company, 
they’re probably multi-multitasking and 
working some insane hours just to keep 
up. (If they’re guys you can identify them 
by their premature balding, which comes 
from wearing way too many hats for their 
bosses.) A typical “reporter” is probably 
doing one or more of the following: edit- 
ing other people’s work, organizing free- 
lancers, processing invoices, reviewing 
games, laying out pages, mailing pack- 
ages, working with art directors on new 
designs, working with the sales team to 
put together advertorial packages, and 


answering the office phone. Oh, and do- 
ing some actual reporting. 

A few years ago | was on a panel at 
the Game Developers Conference, and 
someone in the audience asked me if | 
considered myself a journalist or a critic. 
| said the former, as that’s how I’m used 
to identifying myself. But later, my friend 
Kathleen Sanders (a former intern at 
EGM and now a community director at 
Microsoft Game Studios) told me it was a 
trap question. In essence, if I’m a journal- 
ist—a non-biased, objective reporter 
of truth—how can | offer my subjective 
opinion on games? It was an excellent 
point, proving that our jobs are really 
multifaceted and difficult to categorize. 

Earlier, | mentioned the changing 
world of media. Obviously, aggregate 
sites like Metacritic are de-emphasizing 
the importance of the single reviewer, 
even though those individuals are need- 
ed to create that group score in the first 
place. More recently, game companies 
have been tearing the need for traditional 
journalism right out of the industry. Their 
attitude: Why leave the coverage up to 
all these rogue and independent writers 
if you can just report everything directly 
to your consumers? Just look at the 
PlayStation Blog, Major Nelson, Capcom 
Unity, Activision...More and more, game 
publishers are taking ownership of their 
own news and previews, and the funny 
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thing is, they’re hiring a lot of the old- 
school journalists to help them do it (see 
Dan Amrich of Activision or Sid Shuman 
of PlayStation). 

Many freelancers (or entrepreneurs 
like myself) are expanding their roles 
into other gray areas to help supplement 
their incomes. For example, | have done 
some consulting work here and there for 
various Companies who want to pick my 
brain about their products. Now, | will 
always disclose this sort of stuff to my 
readers — transparency is always the best 
policy—and | generally won’t discuss 
or cover any games | advised on, but 
doing such work pretty much disqualifies 
me from ever calling myself a “journalist” 
ever again. 

The point is (and here’s that “helpful” 
part | promised earlier): If you have as- 
pirations to come into our world and do 
what we do, prepare to be flexible with 
your job duties and where you’re willing 
to work. Journalists aren’t just journal- 
ists anymore. And just because it was 
your lifelong dream to be a news reporter 
doesn’t mean you shouldn’t consider 
working for the very companies that you 
thought you'd be independently covering 
someday. Just look at my buddy Kath- 
leen—from intern of this very magazine 
to a director at Microsoft! 

Maybe I'll be working for her some- 
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IF SOMEONE IS LUCKY ENOUGH 
TO HAVE A FULL-TIME STAFF 
JOB WITH A MEDIA COMPANY, 
THEY RE PROBABLY MULITI- 
MULTITASKING AND WORKING 
SOME INSANE HOURS JUST TO 


REEP UP. 
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birthday? If you gave every clown in the world a knife, and I’m pretty sure 


[) id you know that every six seconds, a bad Nintendo DS game ruins a child’s 


someone did, they couldn’t compete with those numbers. This month the 
editors gave me three criminally insane games to review. | think they’re trying to kill 
me. They’re trying to kill me and | now know that the door to hell will be sealed with 


the coveted “Official Nintendo Seal.” 


GAMEPLAY: Although awful, there has never 
been a more generous physics engine in 
the history of videogames. If you get any- 
where near a ramp at 4 mph, your monster 
truck will fly 200 feet in the air, corkscrew- 
ing the entire time. These spectacular verti- 
cal displays are worth zero points, because 
this game wouldn’t know awesome if it 

did the splits and punched it in the crotch. 
Instead, you’re given huge bonus points for 
nonsense. A gentle turn of the wheel? BIG 
SAVE! Drive straight into the wall? SLAP 
WHEELIE! Monster Jam gets so excited 
about boring failures that | think it might be 
sucking on purpose. 

GRAPHICS: You'd think after six years, 
someone could figure out how to make 

3D graphics on the DS that don’t look like 
thousands of pigeons died sh**ting LEGOS. 
The entire point of this game is to smash 
cars, and the animator in charge of that was 
worse at his job than Tila Tequila’s parents. 
When you hit a car, it shows a schizophren- 
ic combination of absolutely nothing and 


. randomly squirting shapes. So great job, 


Monster Jam; you made crushing parked 
cars seem stupid and pointless. 

SOUND: The commentator seems to think 
everything you do is amazing, but he has 
the enthusiasm of a failed actor sitting in 
a recording booth and reciting lines about 
monster trucks for a Nintendo game. The 
result is that it sounds like he’s mocking 
you every time you pop a wheelie. Which, 


if you Know anything about wheelies, is 
unjust and infuriating. The game also fea- 
tures a subtle musical soundtrack of distant 
clicks and scratches. | think it’s the sound 
of the voice actor’s Hollywood dreams 
clawing their way out of his soul while he 
makes fun of you. 


GAMEPLAY: Gymnastics is a multi-faceted 
sport. There’s the floor exercise, the uneven 
bars, the balance beam, the vault...so 
imagine my surprise when | discovered that 
every single one of them plays exactly the 
same. To perform any and all actions, you 
stroke in the direction an arrow tells you to 
stroke. That’s it. It’s so insanely repetitive 
that if you beat the game, the Shawn John- 
son Foundation names a disorder after you. 
The exciting gameplay is often broken 
up by 10 to 20 seconds of inactivity. You 
know when a gymnast flaps her arms 
around between handsprings? That’s very 
much included in this game and you don’t 
control any of it. You just watch a little girl 
dance in a leotard and are left alone with 
your thoughts. It’s like they knew that the 
people buying this were not going to be 
11-year-old gymnasts, so it’s punishing 
them accordingly. | have a feeling that when 
you put this cartridge in your DS, it sends 
a signal to the police to give them the loca- 
tion of future missing girls. 
GRAPHICS: Shawn Johnson’s head is lov- 
ingly rendered in 3D using what appears 
to be one polygon. Call me old-fashioned, 
but | get uneasy when | see a frying pan 
wrapped in a human face. 
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SOUND: The spartan visuals and the boring 
gameplay are so lifeless that jackals can’t 
tell the difference between Shawn Johnson 
Gymnastics and a water buffalo corpse. 
The game’s audio might be worse. Gentle 
piano music, disinterested voiceover, 
twinkle sound effects...you’ll pass out faster 
from playing this game than you will from 
choking on it. | swear my garbage can 
yawned when | threw it away. 


GAMEPLAY: This is a strange one. Okay, 

so you’re making a Garfield movie, and 

you do this by moving Garfield from side 

to side to catch flying objects, even if it 
makes no sense for those objects to be 
flying. For example, in the first level, books 
are supernaturally sailing off shelves and, 

| swear, the only explanation given for this 
is “OH MAN, | HATE MONDAYS.” It’s truly 
outstanding writing. Oh, and sometimes 
during this idiocy, a spotlight appears that 
can start a short dance minigame. This 
feels like a revenge plot by a disgruntled 
developer who had thirty different ideas get 
rejected, so he made a game using ALL OF 
THEM. Food poisoning is more cohesive 
than Garfield Gets Real. 

There is a strange grid on the bottom 
screen so that you can control Garfield 
with the stylus. It doesn’t work. And not in 
a cute way—I| mean that 80% of what you 
do there has no effect on Garfield. You’d 
have better luck piloting Garfield if you 
threw him in a dryer and tried to steer him 
by holding up lasagna. It sounds cruel, but 
this actually kills a cat slower than FEED- 
ING it lasagna. 

GRAPHICS: With 70 foot arms, you still 
couldn’t hold this far enough away from 
your face for it to look good. 

SOUND: If a cartoon character was to com- 
mit suicide, these are the sound effects 
and the music that would accompany 

it. Garfield Gets Real is the work of some 
kind of all-star suck squad; it’s almost 
impressive how bad every bit of it is. This 
game is like an “After” picture from a sew- 
age treatment plant bombing. 
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